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1993 WINTER CES 
OVERVIEW—A LOOK AT SOME 
OF THE SHOW’S BEST 


by the Editors of VG&CE 
This year’s Winter Consumer Electronics 
Show offered a large crop of hardware and 
software. Check out all the hottest new and 
upcoming releases! 


AHEAD OF THEIR TIME 


by Zach Meston and 
J. Douglas Arnold 
Game systems have come and gone over the 
course of time. Some never make it to the 

store shelves. Join us as we take a nostalgic 

look at game systems that were on the 

cutting edge of gaming technology, but 

didn’t quite make it. 
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30 
VIDEO-GAME PREVIEWS 
Super Turrican, BattleWheels, Brett Hull 
Hockey, Dream Probe, James Bond 007— 
The Duel, Mick and Mack as the Global 
Gladiators, Tony La Russa Baseball, Duck 
Tales 2, Cool Spot, Ultima VI—The False 
Prophet and Pocky & Rocky. 


AWAY TEAM 
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36 


VIDEO-GAME REVIEWS 
Mutant League Football, MechWarrior, 
Bomberman ’93, Road Avenger, Tiny Toon 
Adventures: Buster’s Hidden Treasure, 
Super Sidekicks, Paperboy 2, Fatal Fury, 
Tiny Toon Adventures 2: Trouble in 
Wackyland, Magic Johnson’s Super Slam 
Dunk, Syd Mead’s Terraforming, Tom & 
Jerry and The Incredible Crash Dummies. 


68 
GAMING ON THE GO 
Kid Dracula, Spider-Man— 
Return of the Sinister Six, Pit-Fighter 
and F-15 Strike Eagle. 
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COMPUTER-GAME 
Battletoads, Dragon Knight Ill, Jump Jet 
and AD&D Unlimited Adventures: Fantasy 
Construction Kit. 


§2 
COMPUTER-GZ 
Ultima Underworld II: Labyrinth of 
Worlds, Alone in the Dark, Gobliins 2, 
Car and Driver, Push-Over, Eric the 
Unready, The Magic Candle III, The 
Koshan Conspiracy and Maelstrom. 
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—h, the spirit — 
of competi- 
tion, and the things. it can 


give you the power to do. The Win-. 
- ter CES held im’ early January— 


whose highlights are documented in 
another part of this issue—was the 
playfield for a unique and exciting 
conflict, the “1st Annual Bomber- 
man Battle.” The event, cosponsored 
by TTl and Hudson Soft, featured a 
head-to-head (-to-head-to-head-to- 
head) competition between the edi- 
tors of VG&CE, GamePro, 
EGM, Game Informer and 
Kids magazines. 

Four rounds were held, 
with more points given the 
longer a player could stay 
alive, and the first person ie 
to win three games would close out 
that round. The scoring was such 
that you could win three games (giv- 
ing you 25 points for each win) and 
get first place, but not be the highest 
scorer in a round. A key was not to 
be the first eliminated in any game, 
thus earning you only five points. 

The combination of the pre-CES 
holidays, closing our March issue 
before the show and booking all of 
our show meetings made it all but 
impossible to prepare for the 
impending battle. However, | can 
safely say that, with all my lack of 
preparation and as one of the older 
competitors in the battle (I clocked in 
at an experienced 34 years old), | still 
held my own, taking second place in 
my round. A couple of late blunders 
took away my early lead—l had a 
habit of walking into flames—hand- 
ing the round to GamePro. 


As VG&CE hit the 
TOUTTA and Tina 
round, it looked like we were out of 
the running in third place, but Con- 
tributing Editor Zach Meston 
(VG&CE's final bomberman) and 
contributor John Schnyder came up 
with an intricate plan to get ahead of 
GamePro and EGM to win it. It 
involved winning two games right 
off, then “surgically” removing 
GamePro and EGM's players early in 
the following games and giving the 
wins to Kids and Game 
Informer to keep the Zach’s 
| points coming in. We prac- 
| ticed for over four hours 

the night before the big 
finale. 

While Zach wasn’t able 


to faligve the strategy too easily—he 


didn't win at all in the first five 
games—EGM and GamePro went at 
each other, often eliminating their 
players early in many games. After 
the match, it came down to the 
announcement of scores before 
everyone knew the final result, that 
we had beaten EGM by a mere ten 
points. We aren’t sitting back, 
because we’re sure that the competi- 
tion will be gunning for us next year. 

While we don't consider the halls 
of VG&CE “hallowed” after this 
event, | guess we've earned brag- 
ging rights for the next year—and 
had fun besides. I’d like to pass on a 
congratulations to the hardworking 
combatants from the other maga- 
zines. Aloha from the VG&CE staff, 
and thanks for reading us. 


—Andy Eddy, Executive Editor 
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| thought, This is it; this mag is 


REQUIRES SUPERVISION 

In the January ‘93 Gaming on the 
Go column, Chris Bieniek asked if 
Supervision software should be 
reviewed in future columns. | vote 
yes. It’s always nice to see what’s 
out there, if just for perspective. And 
while we’re on the subject of under- 
dog Game Boy competitors, will we 
ever see reviews of Gamate Car- 
tridges? 

Finally, with regard to my 
“Japanese grammar lesson” in the 
January ‘93 Reader Mail and your 
reply, | say: “do itashimashite.” 

—Russ Perry Jr. 
Omro, Wisconsin 


Domo, Russ-san. We’ll do what 
we can to keep up with the Supervi- 
sion and Gamate machines, but 
they aren't heavily popular with the 
video-game readership. Thanks for 

your note. 


A MEXICAN REVIEW 
A few weeks ago, | wrote to com- 
ment on something | really didn’t 
like about some reviews from your 
critics. | think it is important to let 
your mind speak up. At that time, | 


‘| was disappointed with you [Kg 


guys, and, when | read some of 
your crew was leaving, |. 


out. Well, this time I’m writing to 
say | was wrong (and I’m happy). 
Good job and keep going! The 


changes you've made are very — 
good. Your mag looks more > dynam- : 
ic and cool. 7 


Well, | fe” wanted tO my 


‘mind (again) and to say congratula-— 
tions. I'll be watching you from 
1) RELORS the border. One hs Do you 
think you could do | 

Re PPR 1933 r—rCtertt UCU 


“strategy 


guides” for action games or shoot- 

ers. They always seem to be for 
role-playing games. 

—Luis M. Hernandez 

Monterrey, Mexico 


Thanks for the compliments and 
comments, Luis. It’s always good to 
hear that our readers are happy with 
our performance. 

Regarding the strategy guides, 
RPGs generally require them more, 
but we do shooters now and again. 
Keep reading. 


| am a first-year Syracuse Univer- 
sity student and | have been a read- 
er for about a year now. | like your 
magazine because it gives me that 
extra knowledge that | crave about 
the Genesis and the new CD-ROM. 
Anyway, | was wondering if Sega 
has any sneak previews about next 
year’s CD games, and, if so, could 
you publish them for “” 


more software? 
—Sperry Randall YounuEr 


We’ve been talking to Sega about z : 
getting early CD software for review, — 


us” new 
CD owners who are thirsty for. 


Syracuse, New York | 


make it hard to review or preview 
before a CD product is released. 
Hopefully, Sega will allow some 
time for magazines to review these 
games, and it’s something that 
we’re working on improving. Thanks 
for your letter. 


TG-16 OPINIONS, VERSION | 

As someone who is interested in 
the future of the TurboGrafx-16 in 
this country, | have a few comments 
about some recent mentions of the 
system in your magazine. | agree 
that TTI is on the wrong track when 
it releases lackluster and old games, 
like Dragon Slayer, instead of awe-— 
some new titles like Macross, Darius 
2 (SCD) and Snatcher. Chase HQ has 
been out for almost three years, 
Jackie Chan and Dead Moon for — 
almost two. 


and the problem is that CD games s Sa mie 
are turned around to finished prod- bit worc 


_uet so quickly—much like computer §& 
software. Once a CD game is fin- 
: ished being programmed, le could 
_ be as fast as one day before it’s in | 
te box and on the way to the store : 
shelves! That and our le. : 


It seems the hottest 
game onthe Turbo right nowis _ 

called “The Waiting Game.” In this 
game, you get to see great new _ 
games from Japan in magazines 
while waiting months and months 
for a few old titles to be released _ 
here. The inexplicable lack of soft- oe 
ware is what is killing the Turbo and 
will kill the ae oe something _ 
eka 
ee ahbal oes constant _— ; 


16-bit machine? Long ago, someone 
noticed that the Hu6820 had an 8- 
bit word size, and, through a pro- 
cess of primitive magic where 
things that are alike are the same, 
transferred the system into half-Nin- 
tendo clone. Too many writers speak 
as if 16-bit processors were different 
in kind from 8-bit processors. This is 
not true. Programs are implemented 
through the execution of machine 
instructions, which vary in length for 
each processor. A programmer who 
wishes to maximize the speed and 
efficiency on an 8-bit processor 
would optimize the 8-bit code. For a 
16-bit processor, he would optimize 
the 16-bit code. Not all 16-bit pro- 
cesses are superior or faster than all 
8-bit processes. The Hu6820 is 

about twice as fast as the 


Motorola 68000 in the Genesis | 


(1.5 MIPS vs. 0.7 MIPS). 

The reviewer of Hit the Ice 
must have been sarcastic when 
he mentioned “flicker-free graphics 
of ‘true’ 16-bit machines.” They 
don’t exist. The SNES is notorious 
for flicker, and | have yet to play a 
Genesis game with any degree of 
screen activity that had none. In 
fact, Sega regularly cuts the size of 
game screens to prevent slowdown 
and flicker, such as in Raiden, 
Mercs, Vapor Trail and Dragon Fury 
(a/k/a Devil Crush). The Turbo can 
have 256 pixels of sprite data in a 
scan line before the graphic proces- 
sor overloads, which is the same as 
the SNES. The Genesis can only 
have 160. The maximum number of 
sprites displayable is not compara- 
ble, because the 80 and 128 for the 
Genesis and SNES, respectively, 
refer to 8 x 8 sprites, while the 64 
for the Turbo refers to a 16 x 16 
sprite. Sprite size is not comparable 
either, because characters can be 
made of multiple sprites. At any 
rate, | could see at least six charac- 
ters in Hit the Ice that could cross 
the same scan line. And with over- 
laid sprites for arms, lap and sticks, 
I’m sure the 256-sprite limit could 
be exceeded, especially if the goal 
is a sprite. | won't bore you with 
more spec talk, but this stuck in my 
mind so | had to say something 
about it. 


Also, | would like to give an 
answer to a man who wrote in about 
the TG-CD player and the “meg” 
size of a game but didn't get an 
answer. He had heard that the Turbo 
could “handle 8-meg games” and 
wanted to know if this was with or 
without the CD. Actually, it’s both. 
The “meg” of a game tells you what 
size ROM the game is stored on. The 
system does not use the entire 
eight, 16 or even four megs at once. 
It does not play directly off the card, 
but must first download to the sys- 
tem just like a CD. There are some 6- 
meg and even one 8-meg HuCard, 
but usually anything larger than 4- 
meg is put on CD, because manufac- 
turing costs are less. 

While | agree that a machine's 
specs should not be the reason 
you buy a game system, it is 

unfair to deride the Turbo 

because of the word size of one 
of its processors. The Turbo has 
color and sprite capability as good 
as the Super NES with less slow- 
down and flicker. If TT| would pro- 


VG&CE can be reached on-line 
with comments and hints. We'd be 
happy to hear from you. Electron- 
ic Mail can be sent to us on the 
following systems: 


CompuServe: 70007,3554 
DELPHI: VIDGAMES 
GEnie: VIDGAME 
Prodigy: CKJB66A 
America Online: VIDGAMES 


lf you'd like more information on 
how these systems operate and 
how to sign up, give them a call 
and tell them VipceoGames & Com- 
PUTER ENTERTAINMENT sent you! 


CompuServe: (800) 848-8990 
GEnie: (800) 638-9636 
DELPHI: (800) 695-4005 
Prodigy: (800) 822-6922 x556 
America Online: (800) 827-6364 
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Butt... a razor sharp Warrior Sword or lethal Nunchakus... you have 


what it takes to crush your ruthless enemies! OS Seg 
Double Dragon 3™: The Arcade Game”-- a quest that leads around the BILLY AND JIMMY 
globe... to the adventure of a lifetime! ae LEE ARE BACK! 
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vide us with the games to prove this 
to the American market, maybe 
stores would start carrying the sys- 
tem once again. 


—Mark Davis 
Lillington, North Carolina 


Good analysis of the technical sit- 
uation, but, sadly, your last para- 
graph spells out the primary prob- 


TG-16’s product line. It’s more | 
than specs, but mostly how the |} 
product is marketed and sup- 
ported. 

Here’s another emotional TG-16 


outpouring.... 


Andy Eddy, you suck! 

How can you recommend the 
SNES or Genisis [sic] to your 
value-conscious readers in your 
February issue without a mention 
of the obvious best system for your 
hard-earned dough, the TG-16? The 
Turbo can be had for under $70 ( 
saw it for $47 with two games), 
and for less than $20 a PC Engine 
converter can be added to allow 
you to play literally hundereds 
[sic] of games not even available in 
the U.S. like the super game A- 
Type | & Il, which blows away any 
shooter I've seen ever on any sys- 
tem period! 

| don’t blame you for not praising 
the turbo [sic] though as the kick 
backs you recive [sic] from the Big N 
and Sega proably [sic] are what 
keep you from reporting the truth. | 
will no longer purchase your maga- 
zine. Thank you. 

—Alex Tagai 
Downey, California 
(received by fax) 
PS: | dare you to print this. 


Andy Eddy responds: Thanks for 
your fax, Alex—sorta. Sure, the 
TurboGrafx-16 is a value, but it’s 
important to look at the whole pic- 
ture. You can buy a TG-16 for about 


$50, but the number of titles in the 
_TG-16 library is dwarfed by the 


number available for the Genesis 


(which was released within a few 
weeks of the TG-16 in 1989) and the 
SNES (released two years /ater). 
Most people who are looking for a 
viable, long-term system look to the 
size of the software library and 
number of licensees as a sign of 
strength. The TG-16, first under NEC 
and now under TTI, has had trouble 


getting that kind of strength. The 
lem in the acceptance of the 


addition of a PC Engine converrt- 
er, Which allows you to play the 

many Japanese game cards, is 

some consolation for the lack 

of American software. It’s 
important to note, however, that PC 
Engine games have varying levels 
of Japanese that could make the 
games difficult or almost impossible 
to play. 

Now, it’s not to say that TTI won't 
be able to get its engine going— 
because we really like the TG-16, the 
Turbo Duo and many of its 
games—but the Genesis and SNES 
already have a great jump ahead. 
News of Hudson's 32-bit machine on 
the horizon makes things more 
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exciting, now that the Genesis has 
proven that a piece of hardware can 
move into a strong position compet- 
ing against an established “stan- 
dard” (the NES). 

There’s no doubt about it, the TG- 
16 is an inexpensive choice, but 
hard-core players have obviously 
put it, despite its price, a distant 
third against the other current home 
consoles. = 


CORRECTION 


* In the February 1993 issue, the 
Editor’s Corner in the review of 
Konami’s Cybernator quotes Dave 
Moskowitz as saying the game was 
“pretty unplayable’—but he gave it an 
8; a strange combination of harsh 
words and a good rating, thanks to the 
schizophrenic editing of an Andy Eddy 
that shall remain nameless. Dave 
meant to say that Cybernator was 
“pretty unoriginal but playable.” Big 
difference, wouldn’t you say? All things 
being fair, Andy would like to apologize 
for making Dave look bad, and by now 
has taken him to lunch as payment. 
Case closed. 
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As a fan of Black Hole Assault for the Sega CD, | enjoyed reading the editorial in your December issue about 
the Black Hole Assault competition that Bignet held in Sapporo. I’m writing to Tip Sheet because | wanted to 
ask about Andy Eddy’s involvement in the competition: Did Andy learn any juicy secrets about the game while 
he was there, like special moves or cheats? 

—Francis Constanza 
San Jose, California 


As you undoubtedly saw in our Easter Egg Hunt section in last month’s VG&CE, there are plenty of secrets 
in Black Hole Assault. We’ve told you how to /and on your feet when thrown (hold Down and A), instantly kill 
any computer opponent in Operation BHA (enter your name as BIGNET, then press START on Controller 2 
during the battle) and play a hidden game (enter your name as “AZY” in Operation BHA). 

In addition, here’s a list of undocumented special moves available (Note: All moves are shown as if your 
character is facing right; reverse the left and right controls if your character is facing left. Diagonal control-pad 
directions are shown in boldface): 


CYQUEST ORION STRS 1 URCHIN 
Uppercut: Down, Lower Uppercut: Lower Left, Right, Head Butt: Right, Lower Right, Upper Claw: Down, Lower 
Right, Right, Punch Punch Down, Punch Right, Right, Punch 
Hammer Knuckle: Right, Elbow Smash: Right, Lower Jumping Hammer Claw: 
Lower Right, Down, Lower Right, Down, Punch Lower Left, Right, Punch 
Left, Punch 


THUG 501 
Slap: Left, Right 
(quickly), Punch 
Ankle Drop: 
Lower Left, 
Right, Lower 
Right, Down, 
Kick 


THORAXE 
Hammer 
Knuckle (works 
from long dis- 
tances): Right, 
Lower Right, 
Down, Lower 
Left, Punch 


GHOST- 
WALKER 
Uppercut: + 
Lower Right, | i Be ll a ae oa - 

Right, Upper y 
Right, Punch 
Rolling Kick: 
Down, Lower 
Left, Right, 
Kick 


LOCUST 
Uppercut: 
Down, Lower 
Right, Right, 
Punch 
Long Head 
Butt: Hold Left 
for three sec- 
onds, Right, Sega and Genesis are trademarks of Sega Enterprises Ltd. George Foreman’s KO 


Kick Boxing™ & Flying Edge™ are trademarks of Acclaim Entertainment, Inc. © 1993 
Acclaim Entertainment, Inc. All rights reserved 


i oA oe 
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Nay 

In our best Jerry Seinfeld 
voice: What's the deal 
with these American video-game 
companies who import European 
games and give them completely 
silly new titles? Guilty parties in- 
clude Electronic Arts, for changing 
The Killing Game Show (good ‘n’ 
brutal) to Fata! Rewind (nasty VCR 
accident?); Data East, for changing 
Kult (nice ‘n’ evil) to Chamber of the 
Sci-Mutant Priestess (1950s sci-fi 
flick with Bela Lugosi?); and Mind- 
scape, for changing Legend (short 
‘n’ sweet) to The Four Crystals of 
Trazere (best-selling New Age | 
book?). Actually, Electronic Arts had | 
a reason for its name change; re- 
search showed that parents were 
turned off by the word “killing” inthe — 
Original title. (So “killing” is bad, but 
“fatal” is okay? Hmmm....) | 


& Nay 


Let's change the subject from “fatal” to “fatalities’—namely, the ones in the 
so-hot-yet-so-cool fighting game Mortal Kombat. Acclaim, who's converting 
the game to the Genesis and Super NES, reports that the Genesis version will 
be identical to the coin-op in every way, yet the Super NES version will have 
“modified” fatalities, particularly Johnny Cage's decapitation fatality. (So de- 
Capitating a guy is bad, but ripping out his spine is okay? Double hmmm....) 
We can't say that we didn't expect a censored SNES version—heck, even the 
coin-op is drawing some serious heat from a few parents’ groups—but modi- 
fying the fatalities, which 
are the main draw of the 
game? To quote a recur- 
ring character from The 
Ren & Stimpy Show: “No 
Sir, | don't like it.” A big 
“Yea” to Sega for allowing 
Acclaim to keep Mortal! 
Kombat as is, and a big 
“Nay” to the big “N,” who 
still feels that it needs to 
protect American gamers 
from themselves. 
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> Could it be that the politically incor- 

rect programmers of Sonic the Hedge- 

hog 2, in an early version of the game, 

had a stage called Genocide City? 

“GREEN AILL ZONE = 
WED ZONE 


AGE 

AGE 2 
DEATH EGG Z@NE , 

BscBs 1952 


BFELIAL STAGE 


» Could it be that Origin was bought by 
a company that it hated for years and 
actually flamed in one of its games? In 
Ultima VII, there are three evil ob- 
jects—a cube, a sphere and a pyra- 
mid—which happen to be the same ob- 
jects that form Electronic Arts’ EOA 
logo. Coincidence? Nuh-uh. 
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- Could it be that someone has pro- 
grammed an illegal version of Street 
Fighter II for the 8-bit NES? A Japanese 
outfit called Yoko Software produced 
the game without Capcom's permission, 
and it's surprisingly decent, with four 
characters from the coin-op (Chun Li, 
Guile, Ryu and Zangief) and about half of 
their special moves. Here's a paragraph 
from the game's packaging, which we re 
printing without Yoko Software's per- 
mission: “All of the fierce wrestlers in 
the world assemble in here where is the 
place that every wrestler long for. There 
have the actual wrestlerly /sic/ virtue, 
wrestlers harden their bodies not only to 
break through the most limit of stamina 
that the body can arouse but also to 
compete with others to be a winner or a 
loser on the platform of contest in the 
contries [sic] of the world.” 


~ Could it be that AmigaWorld regular re- 
viewer Peter Olafson has watched the 
movie Strange Brew one too many 
times? Feast your retinas on these ex- 
cerpts from some of his recent Amiga- 
World reviews: 

September ‘92, page 76: “Maybe you 
could help from below, eh?” 

October ‘92, page 72: “Difficult to 
imagine creating one of those on your 
lonesome, eh?” 

October 92, page 72: “Nice garage, eh?” 

October ‘92, page 101: “...you can get 
away with a little bad attitude, but don't 
go nuts, eh?” 

October ‘92, page 106: “You may even 
get yourself a girl, eh?” 

January 93, page 88: “Betcha they 
work on the U.S. release, eh?” 


Y 


No one likes a challenging video game more than the studly 
gamers here at VG&CE; what we dont like is receiving the 


same ending sequence on the advanced mode of a video game as on the 
easy or normal mode. One of the most recent examples of this ugly trend 
is Road Avenger (Renovation for the Sega CD)—way too easy in the nor- 
mal mode, next to impossible in the advanced mode, and the same end- 
ing for both. Game companies should follow the example of Konami: All 
of its Super NES games t to } date PS MInE etinyeabeath if STIS not ch iil 


culty level, with players 


who beat the hardest | 


level receiving the best 
ending. Hey, if we re 
gonna sink time and 
energy into getting 
through a game in ad- 
vanced mode, we de- 


serve more eye candy 


than the wimp—er, be- 


ginner—who _ slinks 


through the game on 
easy mode. 


ree “rom 
Since ia 


FANS 


Jam it home with NBA” All-Star Challenge” Feel the ea with “erut Clemens’ 
MVP Baseball’ It’s a KO with George Foreman’s KO Boxing. When you're 
tired of watching from the sidelines...it’s time to Play With The Pros™! 


All NBA and Team Insignias depicted are the properties of the respective NBA Teams and NBA Properties, Inc. and may not be reproduced without 
written consent of NBA Properties, ne Sega and Genesis are trademarks of Sega Enterprises Ltd. Roger Clemens’ MVP Baseball™ & All-Star 


Challenge™ are trademarks of LUN, Ltd. © 


) 1993 LJN,Ltd. All rights reserved. George Foreman's KO Boxing™, Flying Edge™ & Play with the Pros™ 


are trademarks of “Aéclilen entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All rights reserved 
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Wennaioe 4 by M ee 
Golden AxelibySega | 
_ Super High Impact by Midway : 
Double Axle . Taito a 
esate Gun by Taito : 

Turbo Out Run oy Sepa 


Best Deluxe Videos : 


Virtua Racing by Sega. 


. Suzuka 8 Hours by | Namco > 

. Stadium Cross by Sega 

. Mad Dog NbyALG | 

. Final Lap 2 by Namco 

. Race Drivin’ by Atari 
Ses eanses a 

. Moto Frenzy by Atari 

. Four Traxby Atari" 
. Steel Talons by Atari oe 


Best Video Software 


: _ Time Killers by Strata — 


. World Heroes by SNK 

Art of Eanerg by SNK 
‘Neck N’ Neck oy Bundra 
‘Street Fighter Ilby Ca pcom 
“Aero Fighters by McO’River 
Undercover Cops by |Irem 


Raiden by Fabtek | 
Irem Skins by |rem — 


. Top Video Games for 


| The lists of top-selling video-game | 


January 1993 


software are provided courtesy of Babbage’s 
StOles, 


“Super NES 


: Super Mario Kart — 


by Nintendo 


. John Madden Football ’93 


by Electronic aot 


. NHLPA Hockey ’9 

DY Electronic ae 

. Street Fighter Il by Capcom 
. Bulls vs. Blazers by 


Electronic Arts 


. Spider-Man and the X-Men 


by LUN 


‘Monopoly by Parker Brothers 
. The Magical Quest 
Starring Mickey Mouse 


by Capcom 


f Super Star Wars by JVC = 
. Road Runner's Death Valley Rally 


ey Sunsoft — 
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CompPiLceED BY Davio S. Moskowitz 


VG&CE Says Mahalo 
to Competition 

VG&CE Contributing Editor Zach Meston 
staged a brilliant comeback, winning a trip 
to Hawaii for the VG&CE editorial staff in 
the TTl/Hudson Soft First Annual Bomber- 
man Battle at 
the Winter 
Consumer 
Electronics wy 
Show, held | 
January 7-10 
in Las Vegas. 

Five com- 
peting maga- 
zines entered 
teams to play 
TTI’s Bomber- 
man ‘93 for 
the TG-16 and 
Turbo Duo. Naoaupateks editorial dead- 
lines took priority over practice sessions 
and the team remained a distant third after 
the second day of the four-day compe- 
tition. 

Meston, fellow editorial staffers Chris 
Bieniek, Andy Eddy and yours truly along 
with team statistician and M.I.T. graduate 
John Schnyder barricaded themselves in 
room 3527 of the soon-to-be-bulldozed 
Dunes for a strategy and practice session. 


Roused at dawn by a mob of hostile 
VG&CE staffers in preparation of the noon- 
time third round, Mike Davila practiced 
enough to maintain VG&CE’s third place, 
after a night on the strenuous CES party 
circuit. 

The final 
round, in which 
all scores were 
doubled, took 
place at 3 p.m. 
Meston showed 
fatigue from the 
previous night, 
and did not 
come in first 
during the initial 
five rounds. The 
two top-placed 
teams, Game- 
Pro and EGM, embarked on kamikazelike 
attacks, annihilating each other early on. 

At the end of the grueling 35-minute 
match, which had Meston on the verge of 
hyperventilation, VG&CE outscored the un- 
hallowed competition and triumphed. 


Sega’s Appeal Rejected 
The Ninth Circuit Court of Appeals de- 
nied both of Sega’s requests for a rehearing 
in its suit against Accolade. 


VIDEOGAMES & CompuTeER ENTERTAINMENT 


VideoGames 


& Computer Entertainment 


1GA 
emv APPLE v amt 


—— eg or’ 12 Issues 
~oGames |S 1 Q.95! 
Video proto ae | Q 


 —- ae 


VG &CE Magazine, P.O. Box 16927, 
N. Hollywood, CA 91615 


SIGN ME UP FOR 

12 MONTHLY 
ISSUES OF VG & CE FOR ONLY 
$19.95. I'LL SAVE OVER $27 OFF 
THE COVER PRICE AND PAY 
JUST $1.66 AN ISSUE! 
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MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED! 
FOREIGN ADD $10. MAKE CHECKS PAYABLE TO L.F.P. INC. 
YOUR FIRST ISSUE WILL ARRIVE IN 6 TO 8 WEEKS. 
WATCH FOR IT! 
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NEWS BITS 


Sega had requested a hearing in front — 
of both a three-judge panel and the entire — 


28-member court, with the strong hope of 
having the recently overturned injunction 
against Accolade reinstated. Sega had al- 
leged that Accolade was infringing on 
Sega’s copyrights and trademarks without 
permission. 


Columbia TriStar videos will also contain 
trailers for Acclaim products, reaching an 
estimated 10 million consumers. 


CH Products Releases 
Virtual Pilot 
CH Products of Vista, California, has re- 
leased Virtual Pilot, a flight controller for 


the IBM PC and com- 
patibles. 

Designed by air- 
plane designer 
Charles Hayes, Vir- 
tual Pilot comes 
complete with throt- 
tle, flap and gear 
controls, as well as 
a switch with eight- 
way viewing capabil- 

ity (dependent, of 
course, on software options). 

Microsoft, Electronic Arts, Origin Sys- 
tems, MicroProse, Dynamix and Spectrum 
HoloByte have all pledged support for the 
flight control, which will retail for $109.95 


The court nevertheless 
ruled that disassembly of 
copyrighted object code is a 
fair use of the system. 


Responsible Play 
Promoted 

All Captron Software and 
G&G Home Video Games 
have become the first retail 
chains to join Hudson Soft § “ 
USA‘s Responsible Play Cam- " 
paign. The chains will be Teuibelis Hud- 
son Soft’s Ten Tips for Responsible Play 
brochure in all 65 of their stores. 

The pamphlet is geared to help parents 
limit their children’s game playtime ina 
of DS. « nonconfrontational manner. Anyone in- 

e Niniesndb © a | terested in obtaining a copy of Ten Tips 
. Dr. Mario by Ninten ss should call Hudson Soft at (415) 871-8895. MECC has canceled plans to release 
8: Super Mario Bros. 20 oa Freedom, following strong negative reac- 
eae S eanenbiade pens ek oe Sony Imagesoft to tion from children and teachers used as 
er Open Tournament Golf ee Produce ESPN Games test groups. 

oo by Nintendo .. Sony Electronic Publishing has signed — In Freedom, players take the role of en- 

an agreement with ESPN for its Imagesoft slaved blacks in the 1830s. In spite of its 

: | video-game division to produce games with politically correct casting, Freedom nev- 

; "Nintendo Game 2 Boy __ § the cable network’s license for the SNES, ertheless dealt with punishment and con- 
1. Super Mario Land 2; || Genesis and Sega CD. The first two ESPN _ temporary slave colloquialisms in a manner 
ENS a act ____ |j_ titles will be baseball and football games. | deemed too offensive to warrant the 


eo eee 
2. Tecmo NBA Basketball a 
7] by Tecmo 7. Co 
3 Dragon Warrior iv 


S A. Mega Man 5 
ie by sung 


MECC Locks Up Freedom 


— doles eae Both will be available in late 1993. game's release. 
-  3=6hbviinends,....... 
-—--3..: The Ren & Stimpy Show SPA Skewers Record EA Releases Rental-Only 
by PHa.. Number of Software Pirates Cartridge 
4. Home Alone 2: Lost in The Software Publishers Association EA Sports’ newest football game, John 
New York by T*HO took action against a record 747 organi- Madden Football Championship Edition 


_ 5, Star Wars by Capcom | 
|, 8 Ale byAccaim = 
7. The Simpsons: Escape From 
Camp Deadly by Acclaim 
8. Mega Man 3 by Capcom 
oS Yoshiby Nintendo ” = 
i 10. Metroid s by Nintendo ] 


zations in 1992. This consisted of 218 audits 
and lawsuits—netting $3.9 million in pay- 
ments and fines—and an additional 529 
cease and desist letters. 

The targets of 95% of the legal action 
were corporations, while the remaining 5% 
were schools, bulletin boards and training 
facilities. 

The year's highlight was a $500,000 set- 
tlement against a firm (which must remain 
anonymous according to the legal agree- 
ments) that had violated the copyrights of 


JOHN 
MADDEN 
FOOTBALL 


‘33 


Championshi, 
L£dition 


| Sega Game Gear : 
_ (All games this month | 
: jluagapue! a 7 


an, doe Mantatia ie duals 66 software publishers. 

« & Goluruns » for the Genesis, will be the first game re- 

@ Chekan te Forever Man Sony to Distribute Acclaim leased for rental only, through video-store 
4. Streets of Rage — “ : 

| Games in Europe chains like Blockbuster. 

5. The Majors: Pro Baseball : = : : — 

6, Batman Returns Columbia TriStar Home Video, a division Championship Edition features 40 
ls Chuck oer of Sony, has signed a deal with Acclaim — teams, 38 of which are championship 
“8. Gloo to distribute Acclaim products in France, squads, beginning with the 1966 AFL cham- 
9. Sonic the Hedgehog 2 oe Belgium, Holland and Luxembourg. Ad- pion Kansas City Chiefs and NFL champion 
: Be ol ditionally, French versions of selected Green Bay Packers. 
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If you think 

the only way to totally 

experience Street Fighter Il is at the arcade, 

get a grip on the one and only Capcom Fighter 


Power Stick. It's the only way to power up to full arcade 


play at home—for perfect execution of your Yoga 
Flame, Dragon Punch, Spinning Pile Driver and other 
favorite attacks. Its 8-way joystick lets you nail every 
move with minimal effort. Its six attack buttons 
have the same layout as the arcade game. And its 

B three speed turbo-fire and slow motion features give 


you total fighting power without major finger wear. 
It even brings arcade style play to all of your other 
NES and Super NES games. With the Capcom Fighter 


Power Stick, you've just | 
begun to fight. | CAPCOM’ 


rdry: Pesta of the Da 
nt by Sir-Tech 7. 
es Il by Interplay _ 
of the Pacific 


erra On-Line 
Culieadon bys MicroProse a 


Where in the World — 


Is Carmen Sandiego? 

by ‘Broderbund — 

Where in the U.S. A. 

Jb Carmen Sandiego? 
by Brgderbund 
a New Math Blaster Plus” 
by Davidson” 

A Mickey's ABCs & Scand 


1 ce | Pack by Disney — 
lav s Beacon Teaches Typing. 
by Software Toolworks. 


5. Playroom by Broderbund 
Aa Mario Teaches Typing 


ay The searing bean | 


‘Top 5 Alas Garink 


1. Police Quest Ill 
by Sierra On-Line © 
_ 2. Leisure Suit ee at 
_ by Sierra On-Line 
3, A-10 Tank Killer 
by Sierra On-Line 
4. 688 Attack Sub 
by Electronic Arts 
8. King’s Quest V © 
_._. by Sierra On-Line 


: ‘Top 5 Macintosh Games 


“1. Prince of Persia 

by Br@derbund ~ 
2. Award Winners: King’s | 
Quest Vand Red Baron 
| bv SieraCn-Line | 

3. SimCity Supreme bse Maxis - 

7 . Microsoft Flight Simulator 
by Microsoft , 
bf rHnipe a Psyanosis a 


Top 10 IBM. Pc ae _ | 
: Education Games os ] 


American Sammy 
Reorganizes 

American Sammy, a division of — 
Sammy Corporation of Tokyo, Japan, is 
shutting down its Los Angeles offices and 
establishing its new Chicago-area office 
as Its importing and licensing commercial 
center, 

Sammy has also terminated the Treco 
division, which it had originally created 
to comply with Nintendo’s edict that li- 
censees could not produce games for other 
systems. Since Nintendo no longer en- 
forces that policy, Sammy is now able to 
use its name on all products. Sorcerer’s 
Kingdom (for the Genesis) will be the last 
game released under the Treco label. 


IBM Posts $5.46 Billion Loss 
IBM has announced a $5.46 billion loss 
for the fourth quarter of 1992. The com- 
puter manufacturer, which eliminated 
40,000 employees in 1992, plans to cut the 
payroll by another 25,000 this year. 

IBM has been hurt mostly by the world- 
wide switch from its core mainframe com- 
puters to the increasingly more powerful 
personal and desktop machines. 


Sega to Develop 
Virtual Reality Headset 
Sega of America Inc. 

has announced that it 
will have its Virtua 
Sega accessory 
ready for re- 
lease by Christ- 
mas 1993. The 
headset will at- ™ 
tach to the —_ 
Genesis and will be 
initially supported by 
four software titles that cover 
shooting, flying, driving and 
fantasy action. 
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Hudson Snags Major 
Licenses 

Hudson Soft, USA has acquired the 
rights to produce games based on the tele- 
vision show /nspector Gadget and the 
movies An American Tail: Fievel Goes 
West and Beauty and the Beast. 

All three licenses will be used to create 
nonviolent games for the NES and SNES. 
Look for them in the second half of this 
year. 


SPA Announces Awards 
for Sierra On-Line 
and Interplay 

The Software Publishers Association 
has awarded silver certification (over 
50,000 units sold) to Sierra On-Line’s Cas- 
tle of Dr. Brain and The Dagger of Amon 
Ra. Gold certification (over 100,000 units 
sold) went to Interplay’s Battle Chess and 
Star Trek 25th Anniversary and Sierra's 
Leisure Suit Larry V, Police Quest 3 and 
Quest for Glory II. Platinum certification 
(over 250,000 units sold) was bestowed 
upon Sierra's King’s Quest Il and King’s 
Quest IV. 


Gates to Design 
Police Quest IV 
Daryl Gates, former chief of the Los An- 
geles Police department, will be a designer 
of the upcoming Sierra On-Line adventure 
Police Quest IV. 

Gates, who had announced and 
postponed his retirement several times 
following the March 3, 1991, beating 
of Rodney King, finally ended his 43- 

year career with the LAPD and was re- 
placed by former Philadelphia police 


commissioner Willie Williams on June 


26, 1992. 
Since then, Gates has hosted a 
local afternoon talk show on Los An- 
geles radio station KF. 


REAL HISTORY— 
NO FOOLIN’ 


APRIL. 1983: In the editorial 
of the April edition of Videogaming 
Illustrated, science-fiction author 
and guru Ben Bova ruminates on 
the then-25th anniversary of NASA. 
He laments, “If we fail to keep our 
space technology strong...will we 
be forced to buy our supercomput- 
ers and holographic video games 
from Japan? Will we be rich 
enough to afford to buy them?” Ten 
years later, VG&CE answers the es- 
teemed Bova: “Yes” and “Barely.” 

APRIL 1984: Described as 
a “living video game,” Photon 
opens its doors in the office district 
of a North Dallas, Texas, suburb. 
Players suit up in chest gear and 
protective helmets and are armed 


with infrared light guns. Divided 
into two teams, they scamper 
about an obstacle course playfield, 
shooting at members of the oppo- 
site team, while attempting to 
reach and fire upon the opponents’ 
home base. The whole affair is akin 
to wearing 20 pounds of dead- 
weight and running through an 
overly misty dance club with a 
mesmerizing cosmic tune playing 
throughout the arena. A neo- 
psychedelic experience. 

APRIL 1991: Accolade un- 
veils its offshoot label, Ballistic, 
which intends to produce Genesis 
games not sanctioned by Sega. 
The first Ballistic titles announced 
are Hardball! and Star Control. 


APRIL 1992: Thanks to a 
simple redesign of the Genesis 
system, Sega is granted a prelim- 
inary injunction against Accolade 
by the North California District 
Court. Upon powering up, the 
new Genesis systems first display 
“Produced By or Under License 
from Sega Enterprises Ltd.” Since 
Accolade’s games under its 
Ballistic label are not authorized 
by Sega, the court acknowledges 
consumers are presented with the 
impression that Ballistic is an of- 
ficial Sega licensee. The court 
order bars Accolade from devel- 
oping or distributing its own Gen- 
esis games. 

—Howard Wen 
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TWO POWERFUL BROTHERS, 
TWO DEADLY ARMIES, 
ONE SURVIVOR. 


TURBOGRAEX IS A REGISTERED TRADEMARK OF NEC TECHNOLOGIES, INC. (C) 1992, 93 HUMAN CORPORATION, WORKING DESIGNS. VASTEEL IS A REGIS- 
TERED TRADEMARK OF HUMAN CORPORATION. LICENSED FROM HUMAN CORPORATION AND CONVERTED BY WORKING DESIGNS, 18135 CLEAR CREEK 
ROAD, REDDING, CA 96001. FOR A DEALER NEAR YOU, CALL (916) 243-3417 EXT. 190. WE VE ALWAYS WONDERED WHAT KIND OF PEOPLE TOOK THE TIME TO 
READ THIS NONSENSE. NOW WE KNOW. 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint is. 

Biow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece 
of paper and send them to: 
VG&CE, Attn: Easter Egg 
Hunt, 9171 Wilshire Blivd., 
Suite 300, Beverly Hills, CA 
90210. The author of each 
new tip we use will receive 
$10. Write neatly, and be sure 
to include your name and 
complete address! 


sonic the Hedgehog 2 


(SEGA FOR THE GENESIS) 
A Ad a 
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To start on any stage in VG&CE’s 1992 Video 
Game of the Year, go to the “Options” menu from 
the title screen and enter the “Sound Test.” 
Choose sound 19 and press the C button to listen 
to it. Then choose sound 65, press C, choose sound 
7, dress C,.choose sound 17 and press C: You 
should hear a “ding!” when you hit C at sound 17, 
at the same time as the music starts. 

Next, press START to 

return to the title screen. 

| SONIC AN TAILS When Sonic and Tails ap- 

| § pear, hold the A button 

SSSE=| down and press START 

i eeeereniereea) to access a secret stage- 
@ select menu. 

With this code in place, 
you'll be able to take ad- 
vantage of another of the 
game’s hidden options. If 
you pause the game at any time, you can play in 
slow motion by simply holding the B button down 
and using C to jump. Be careful, though; if you 
press A while the game is paused and the stage-se- 
lect code is in place, you'll reset the game. 

Game Genie Owners: The code RE8A-A60OW (or 
RE8A-A60QOG for those who have the newer revision 
of Sonic 2) will activate the stage-select code if you 
don't feel like 
doing all the but- 
ton-pushing de- 
scribed above. 
You'll still need Pepueddemttatcaedd 
to hold A when (UES lo 
you press START “oesir@ecs squmem YESSY «47 
at the title screen 7a : = 
tO. access. .it, 
though. 
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In this edition of Easter 
Egg Hunt, be on the lookout 
for valuable secrets and 
cheats for Sonic the Hedge- 
hog 2, Super Star Wars and 
the original TurboGrafx-16 
version of Bomberman. We're 


also featuring exclusive 
Game Genie codes for the 
NES, Super NES, Genesis 
and—for the first time—the 
Game Boy. We’re even includ- 
ing a little tidbit for Amiga 
fans; write and let us know 
what you think. 


Exile 


(WorKING DESIGNS FOR THE TURBOGRAFX-16/TuRBO Duo) 
To 2? oY 


Sear ir 


To access a “debug” menu in this CD-ROM epic, press Up, 
Up, Down, Down, Right, Left, Right, Left, Il and | at the title 
screen. Choose “Visual” to view any of the game’s introduc- 
tion, intermission or ending scenes, or select “Music” to lis- 
ten to any of 20 dramatic 
tunes from the CD. 


Aquaventura 


(PSYGNOSIS FOR THE AMIGA) 
+ yf TS 


ey ae Oe Ee Ee 


We don’t print too many tricks for computer games in 
Easter Egg Hunt, mainly due to the fact that our readers 
haven't been submitting them to us. But when Zach Meston 
told us about this sweet cheat for Aquaventura, we decided 
to run it to see what kind of response we’d get. 

At the title screen, press CTRL and F10 to activate the 
cheat mode. During the game, press L to skip ahead one 
level or T to enter the AquaTunnel of the level you’re current- 
ly playing. 


continued on page 24 


22 © APRIL 1993 VIDEOGAMES & COMPUTER ENTERTAINMENT 


ON THE FIRST DAY 
THE LORD CREATED 
LIGHT AND DARKNESS. 


continued from page 22 
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Bomberman 
(NEC For THE TURBOGRAFX- 16) 
(TTI FOR THE TURBO Duo) 


ML BS 


To celebrate VG&CE" cS Vickory in TTIW Hudson Soft’s 
Winter CES Bomberman competition, we hereby pre- 
sent a juicy set of recently discovered Easter eggs for 
the original TurboGrafx-16 Bomberman game. These 


DEMO 


SPECTAL SELECT ROOM 


SCENE 58 
STAGE 5 


te 
wes 


tricks also work in the se-— 


cret version of Bomber- 
man on the “Three-in- 
One. Super CD that’s 
packaged with the Turbo 
Duo and the Super Sys- 


tem Card. (If you missed 
our January issue, here’s 
how to uncover the hid-_ 


den Bomberman game on 
the Three-in-One disc: At 
the game Select screer, 
press Up, Right, Down, 
Left and II.) | 


To access a stage-se- 


lect and power-up config- 
uration menu, play a one- 
player game until you 
have a score of 300 
points. Next, end the 
game by blowing yourself 
up with bombs or by run- 
ning into enemies. The 
“Al tndicator in ‘the 
upper right corner of the 


screen must read “300” 
when you lose your last 
life. Choose “END” from 
the “Game Over” screen, 


and the title sequence will 
reappear. | 

Wait for the game to 
display one round of ac- 
tion in the “Demo” mode; 
then, when the clouds ap- 
pear on the screen before 
the Bomberman title 
comes up, point the con- 
trol pad Down and hold it 


there while you press and hold SELECT, | and II— 
you must do this before the Bomberman title un- 
folds on the screen. When the full title and “Game 
Start” menu appear, continue to hold those buttons 
down and press RUN. When the introduction se- 
quence begins, press RUN again while continuing to 
hold Down, SELECT, | and II. A “Special Select 


Room” menu will appear, giving you the power to 


start the game on any stage, adjust the number and 
range of your bombs and grant yourself power-ups. 

To sample Bomberman’s music and sound effects, 
choose the “Password” option from the title screen 
and enter “MWFWJQYY” as the Hee 
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Super Star Wars 
(JVC/LucasArts For THE Super NES) 
oo © | 


In last month’s issue, we gave away a great trick for 
Super Star Wars that allows players to choose a starting 
stage, increase lives and health and change characters 
and/or weapons. (If you 
missed it, heres a 
recap: Move the cursor 
to “OPTION MENU” at 
the title screen and 
press A, A, A, A, X, B, B, 
BBY, A, AA AY, 
Y, Y, Y, B—listen for the 

Jawa to confirm the 
code. Choose your start- 
ing character and begin 
the game; then, during 
the action, press L and 
R on top of Controller 2 
to call up the “Game 

~ Debug Menu.”) 

Now, reader Matt 
Stiak wrote to tell us 
about an additional trick 
that we missed. With 
the “Game Debug Menu” on the screen, press and hold 
the following buttons on Controller 2: A, B, X, Y, SELECT 
and START. Hold those buttons down while pressing 
START on Controller 1, and the screen will go blank. Re- 
lease all the buttons, and you'll start the game with your 
character's X and Y coordinates displayed on the screen 
at all times. You'll also be nearly invincible, with the abili- 
ty to walk through walls and even drop through floors (by 
pressing Down and B simultaneously)! 


GAME GENIE CoOoDeEs 


Road Runner’s 
Death Valley Rally 


(SUNSOFT FOR THE SUPER NES) 


For use with Galoob’s Super NES-compatible Game 

Genie Video aldbohe cababeablacd 
1 Z ae, C2AC-346F— 

Protection against 
most hits 

DDB2-4D64— 
Infinite lives 

DDC6-3D67— 
Using turbo speed 
does not use up 
birdseed 


continued on page 26 
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() VER THE NEXT FIVE 
DAY 
THE LORD CREATED ‘ 


THE HEAVENS. T 
THE EARTH 
THE STARS. THE CREATURES 
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continued from page 24 


Capcom’s Gold Medal Challenge 


(CAPCOM FOR THE NES) 
ba See, 


Gralparily the “Training Mode” in Gold Medal Challenge al- 
lows only one player to practice each event at any time. We’ve 
discovered hidden training modes in the game that will allow two 
players to practice many of the game’s events simultaneously. 

Specifically, this trick allows you to train by competing 
Beets another po i taal a character in the 100-, 200- and 

) a aa 400-meter dash, relay race, 
110-meter hurdles, 100-meter 
freestyle, breaststroke, back- 
stroke and butterfly races and 
200-meter medley instead of 
facing a default computer op- 
ponent. To access the two-play- 
er training modes, highlight the 
name of any of the aforemen- 
tioned events and hold the B 
ses Dutton down. Continue to hold 
ieee” the B button down while you 
press A twice to advance to the 
game. You'll know the trick 
worked if you see the numeral 
“II” next to the name of your 
; Opponent’s country at the bot- 
tom of the screen as you ap- 
proach the starting line. 


R.C. Pro-Am II 


hares FOR THE NES) 


For use with Galoan: s NES-compatible 
~Game Genie Video Game Enhancer 
SUEEGXVS—Infinite credits 
_ATUXYGSZ—Items in model shop are 
_ free if you have enough money 
SXLVGVVS—Infinite freezes on pur- 
chase © 
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For use with Balobbs Game BOy-COM- \ipspasearrancaedancinears 
patible Game Genie Video Game Enhancer | S8Sa009 “3%as UE, 

008-9CF-E6E—Infinite time 

091-ECF-E62—Start with ten lives | 


H U N T 


sonic the Hedgehog 2 


(SEGA FOR THE GENESIS) 


For use with Galoob’ s Genes -compatible 
Game Genie Video Game Enhancer 

Last issue’s Easter Egg Hunt included an ex- 
tremely valuable Game Genie code for Sonic 2. 2 
The code was as follows: 


JW3A-CA4J—Infinite lives, Player 1 


After we went to press with this hot cheat, Ga- 
loob learned that two different versions of Sonic 2 
have been released in this country. Though it’s 
nearly impossible to tell the difference between 
the two, the above code works on the original 
version only. If you've tried this code with your 
Game Genie and Sonic doesn't have infinite lives, 
you have the newer revision of the cartridge and 
you need to use the alternate code shown below 
to get the desired effect: 


JW3A-CA4Y—Infinite lives, Player 1 


VG&CE apologizes for any confusion that 
may have been caused by this unforeseen 
change in the Sonic the Hedgehog 2 program. 


GAME GENIE CODES | 


Teenage Mutant Ninja Turtles— 
The Hyperstone Heist 


(KONAMI FOR THE GENESIS) 


For use with Galoob’s Genesis-compatible Game Genie Video 
Game Enhancer 

RHST-C6YG—Both players are invincible 

BXYA-CA6L—Deadly attack uses no life points, Player 1 

BXYT-CA2G—Deadly attack uses no life points, Player 2 


Looney Tunes 


(SUNSOFT FOR THE GAME Boy) 
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N THE SEVENTH DAY 


THE LORD RESTED. 
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Down from the heavens comes Lords of Thunder, a frenzied, eight 
level shooter that will assault your senses and absolutely blow your mind 
with. superior CD graphics and an incredible hard rock CD soundtrack. 
__ As Landis, the only living descendant of the legendary warrior Dyu 
ya must don his winged armor and-square off against Zaggart the Darl 
One. But first you'll have to blast your way through six stages of beast: 
bullets, and other bad seeds. And at the end of every level, you'll meet 
igantic end bosses that will make the Devil look like Mother Teresa. 
Now don't start repenting your sins just yet. Because of advanced 


Available at Electronics Boutique, Babbages, Software Etc., and The Good Guys. For more information please call 1-800-995-9203. 


O. BE 
‘you can nob ae. to eight sifferent directions on the screen, and 
L oa have eigh t variations of offensive armor at your disposal. | 
But t if you need proof of this gaine’s superiority, don't just take our word for 
sk the editors at Electronic Gaming Monthly, who gave it the 
coveted EGM Gold Award. And GamePro declares that Lords has 
some 9 ‘the most awesome graphics ever assembled in one game. 


~-. So experience the most advanced CD shooter ever created, Lords 
f Thuinder It’s only on the Duo. And. prepare to meet your Maker. 


SEIKA 
For the Super NES 


BEYOND GAMES 
For the Atari Lynx 


BY CHRIS BIENIEK 
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ACCOLADE 
For the Super NES 


WORT 
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RENOVATION 
For the Super NES 
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DOMARK VIRGIN 


For the Sega Genesis For the Sega Game Gear 
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ELECTRONIC ARTS 
For the Sega Genesis FCI 


For the Super NES 
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>Lord British 


"I know him better than you 
mMioht th ink. ” 


CAPCOM 
For the Nintendo 
Entertainment System 
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WHY LYNX! 


z >> sl 


\ << VIDEO GAME CARD + CARTE DE JEU 


ATARI 


aN 


Atari LYNX. The most fun you can 
hold in your hands. 


For more information, 
please call 1-800-327-5151 


CIRCLE #117 ON READER SERVICE CARD. 


SEGA NATSUME 
For the Sega Genesis For the Super NES 


That was the last thing 
that J remember. and when 
I awoke, J was here.’ 
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Hey, now it’s your turn to be James Bond! 
All you have to do is rescue hostage 
scientists from a Caribbean island. 

Defeat a mad professor and 

, his ruthless army. 
Take on all of Bond’s 

old arch enemies. Enter 
a volcano. Blow up an 
enemy space shuttle. And 
of course, save the world. 
That’s not too much to ask 
. of you, the world’s greatest 
secret agent... is it? 
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ELECTRONIC ARTS = 
For the eat Genesis edd 95) 


SOUND/MUS! 
GRAPHICS 


PLAYABILITY 


OVERALL 


What would happen if the design-- 
ers of Electronic Arts’ heavy metal-_ 
pinball simulation Crue Ball got their 


hands on the source code of John 
| Madden Football for the Genesis? The 
| result would surely be Mutant League 
| Football; indeed, several Crue Ball 
| veterans have clearly stamped their 


identities on | this, the od 


ribore at first al is e a 
tured one- or t } 


ce abit putting a sports fans cea share of the 
these obnoxious han- action. At the outset, you can change 
dles up on the screen. the game time, allow or disallow 
in huge letters, e.g., player substitution, alter the game 
“Blood Mar killed by speed or set field conditions. (Now, 
Booger.” Most of the when | say “field conditions,” | don’t 
mutants have tails, mean rain, snow or mud; | mean the 
spiked backs, skeletal number of protruding rocks, potholes 
faces or any combina- and missing chunks of land that will — 
tion of the above. — surely trip up half of the players by the © 
They’re not animated end of the game.) There’s also a | 
very smoothly, but “Death Index” option that ranges from — 
they're extremely col. “Rough” to “Annihilation” you get 


_ orful and a lot more” oF idea. aS 


Bens a maa on 


AWAY TEAM TURBO TECHIES 


RAD ROCKERS 


HOME TEAM 


SEGA PAD 1 
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The similarities to EA’s own John 
Madden Football become apparent as 
soon as you line up for the first snap. 
The playing field (and | use that term 
loosely—Madden certainly doesn't 
have on-field craters or goalposts built 
from rotting bones) doesn’t fade into 
the horizon in a shifting perspective the 
way Madden does, but you'll recognize 
the three-button passing scheme and 
several of the players’ digitized grunts. 


Speaking of Crue Ball, check 
out the coaches that appear in 
pop-up windows on the play 
selection screen; you've never 
seen a motlier crew. Their digi- 
tized comments are translated in 
dialogue boxes: “AAAHN! 
AGGHUUL WHUUH NU-WHU- 
UUH-WUH!” is clearly what my 
coach said after | ran the “Kill 
Referee” play and was penalized 
five yards for Murder. (Transla- 
tion: “Great execution!”) 

With seven players on the 
field for each team, the crea- 
tures have plenty of room to 
wave their arms menacingly, 
stomp around with tails wag- 
ging, curl up into dangerously 
§ spiked spheres and bleed quite 
a lot in the games with a higher 
Death Index. Pre-snap power- 
ups are available; some will 
allow a charged-up player to 
deliver a bone-crunching tackle 
in the most literal sense, send- 
ing body parts in all directions. 
Other power-ups wreak differ- 
ent kinds of havoc, including a 
“Mirror Image” option that will 
reverse your opponent’s con- 
trol-pad direction commands in 
a two-player game. 

Aside from its morbid sense of 
humor, the game’s most outstanding 
feature is its nerve-jarring soundtrack. 
The fact that Mutant League Football 
has little basis in reality has given its 
sound designers a lot of freedom to cut 
loose and experiment with rude, rowdy 
noise, much of which would be un- 
welcome in a “realistic” football video 
game. As a result, the hard-hitting 
background music and bone-crunching 


sound effects are not merely not- 
iceable...they’re downright obnoxious! 

The opening theme is a perfect 
example: Take a grinding, rocking 
guitar riff and punctuate it with the 
tortured shrieks of mutant football 
players. Add in a few well-timed 
percussion sounds—like the breaking 
of ribs or the crunch of two spiked 
helmets knocking together—and 
you'll have some idea of what to 
expect to hear from this aurally 
inspired cartridge. 

| liked Mutant League Football a lot, 
and | look forward to future Mutant 
games from EA. Sports enthusiasts 
won't find it as rewarding as any of the 
existing Madden games, but blood-'n’- 
guts fans will rejoice at the sights and 
sounds of the type of action that Nin- 
tendo just doesn’t allow. 

—Chris Bieniek 

Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 
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ACTIVISION 
For the Super NES ($64.95) 
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The year is 3027 and you are Herras 
Ragen. Ten years ago, you watched 
the murder of your entire family by 
the renegade mercenary ‘Mech cartel, 
Dark Wing Lance. Now as a free-lance 
MechWarrior, selling your skilled 
‘Mech services, you obsessively track 
down every rumor about Dark Wing 
Lance so that you may quench your 
thirst for vengeance. 

What's a ‘Mech, you might ask? 
Well, its essentially a personal tanklike 
armored vehicle that uses bipedal 
locomotion. Most model ‘Mechs also 
have propulsion jets so they can fly 
around with limited ability. 

If you’re expecting this game to 
be a sci-fi space shoot-’em-up, 
you're dead wrong. For starters, 
MecnvWarrior has all the char- 
acteristics of a simulator. Just like in 
a flight simulator, you have a vehicle 
that you must pilot. In this case, it's 
a ‘Mech instead of a plane or a jet. 
You also have missions that you can 
accept or reject. And, finally, the last 
characteristic that makes this game a 
simulator tin'"my book, is that you 
can modify/improve the armament 
that the ‘Mech carries. Well, now 
that I’ve tooted my horn on what 
genre MechWarrior falls into, lets 
move on. 
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You're given a basic low-end model 


‘Mech with a minimal spread of 
weapons to start off with. You have sev- 
eral choices of missions to pick from, 
though they all vary in difficulty. And the 
harder the mission, the more C-bills 
you'll earn. It’s critical that you save 
enough C-bills so that you can buy 
another ‘Mech or upgrade one of the 
current beasties you already own. 
Gamers can also haggle about how 
much pay they want for a given mission. 
There’s a’ list of six “Mechs to 
choose from. All have different 
attributes (i.e., soeed, armor factor 
and armament) and each is priced 
according to Its attributes. 
MechWarrior is not an easy game. | 
Originally made the mistake of jumping 
directly into playing the game without 
giving myself some time to practice. | 
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also made fre- 
quent use of 
the game’s 
save feature. 
MechWarrior 
can be a little 
overwhelming 
at first, espe- 
cially if you get 
greedy and 
take on mis- 
sions that pay a 
lot of C-bills. 
Even if you're 
successful in 
coming out 
alive from a 
high-paying 
mission, there’s a good chance that 
you've sustained heavy damage to 
you're ‘Mech—and that translates into 
expensive repair costs. 

MechWarrior is one of the most 
Original games to come out for the 
Super NES lately. The closest that I’ve 
seen to it is the jet pack contest in 
Pilotwings. Play perspective during 
the battle sequences is from inside the 
cockpit of the ‘Mech looking out. 

What bothered me the most about 
MechWarrior was its music. Its redun- 
dant dismal tones became an irritant 
after awhile, and | found myself turn- 
ing down the volume to the lowest 
setting possible. Beam Software, the 
developers of MechWarrior, could also 
have done a better job on the explo- 
sions and laser sound effects. 

If you've ever had the opportunity 
to visit one of the few Battletech Cen- 
ters In existence and play a game or 
two, you'll feel at home playing Mech- 
Warrior. It might not have all of the 
hype and hoopla that the Battletech 
Centers offer, but it’s the closest thing 
to actually playing a game, and it 
won't cost you a small fortune either. 

—Miike Davila 
Activision 
11440 San Vicente Blvd., 3rd Floor 
Los Angeles, CA 90049 
(310) 207-4500 
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Dave and Chris both found the interface 
cumbersome, but still felt Mechwarrior 
was solid. Andy liked it too, but didn’t 
find enough variety from level to level. 
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Bomberman ’ 193 
224s ae: 
For the TurboGrafx-16/ 
Turbo Duo ($49.99) 
SOUND/MUSIC 2 
GRAPHICS 
PLAYABILITY 


OVERALL 


Finally, a TG-16 game | can wave in 
the faces of Genesis and SNES owners 
and say in a sing- songy taunt, “ You 
can't play this but / can,” without hav- 
ing them reply, “Yeah, but who'd want 
to play that?” Bomberman ‘93 is a 
game everyone wants to play; it’s sim- 
ple to learn, more addicting than Nut- 
ter Butter cookies and the best multi- 
player game since the original 
Bomberman. 

Bomberman ‘93 has three modes of 
play: normal game, battle game and 
versus game. The game play is basi- 
cally the same in all modes. You con- 
trol cute little Bomberman on a play- 
field filled with boulders. Some 
boulders are indestructible, but others 
can be destroyed by blowing them up 
with bombs. 

Some boulders have power-up 
items inside, and these are crucial to 
your success. There are too many 
power-ups to cover them all, but here 
are some of the best: multibomb, 
which gives you an extra bomb, up to 
a maximum of ten; firepower, which 
increases the length of the flames that 
erupt from bombs when they explode; 
remote control, which allows you to 
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detonate the bombs by pressing 
Button II (normally, the bombs go 


off after a few seconds); and 
bomb kick, which allows you to 
kick bombs (how'd you guess?). 

The normal game is a one- 
player mode with seven levels of 
action and eight stages in each 
level. Your goal is to blow up 
monsters moving around the 
playfield, then find the exit to the 
next stage, which is hidden 
underneath a boulder. The nor- 
mal game is fun but repetitive, 
and you receive passwords for 
every stage, so you'll blast 
through the levels fairly quickly. 

The battle game is a one- to five- 
player mode that pits players against 
each other in one of eight arenas. (If 
you don’t have five human players, 
the computer can control any or all 
of the Bombermen.) The goal of the 
battle game is to win one to five 
matches (the number of wins needed 
is chosen before the game begins) 
by being the last surviving Bomber- 
man. The battle mode is, quite sim- 
ply, the main reason to play Bomber- 
man ‘93. 

The versus game is a two-player 
mode for TurboExpress users, and is 
similar to the battle game, except 
there aren’t any computer Bomber- 
men, and you can’t select an arena, 
just the number of matches. 

Bomberman ‘93's graphics are a bit 
on the simplistic side, but very colorful 
and very cute. There were moments 
when | wished the backgrounds for 
the battle game arenas were more 
simplistic; it's sometimes hard to spot 
bombs among the color-cycling back- 
grounds. The sound and music is the 
weakest part of the game, but It’s still 
above average. 

| can honestly tell you that 
Bomberman ‘93 is the only game I’ve 
ever reviewed for VG&CE that | sim- 
ply didn’t want to return (yes, they 
make us send them back). It’s an 
excellent one-player game and a per- 
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fect multiplayer game. If you buy 
only one TG-16 game this year—you 
need a higher-paying job—or you 
need to buy Bomberman ‘93, just 
maybe the best TurboChip-based 
game ever. 

—Zach Meston 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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RENOVATION 
For the Sega CD ($49.99) 
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What Cobra Command did for the 
flight simulator, Road Avenger does 
for the driving game, stripping down 
game play and beefing up graphics 
and sound to sensory-overload levels. 
You don't just play Road Avenger; you 
experience it. The only problem (as 
you'll learn in a few paragraphs) is that 
the experience is all too brief. 

Road Avenger's story line makes 
you a ten-year veteran of the elite 
police foree S.1T.0.P: {Special Task 
Operations Police). You've just jailed a 
notorious group of carjackers related 
to another four-initial organization, 
5.C.U.M. {Secret Criminal Under- 
ground Movement). You're taking a 
ride up the coast with your fiancée 
when revenge-minded SCUM mem- 
bers run your car off a cliff. You sur- 
vive the crash; your fiancée, however, 
is D-E-A-D. So, you do what anyone 
driven crazy by intense grief would do: 
You take the law into your own hands 
and prepare to kill every last member 
of SCUM with your souped-up auto- 
mobile, the Road Avenger. 

Each of the game’s ten stages is a 
full-motion animated sequence set in a 
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different location—on the 
beach, in a canyon, in a sewer 
(1), to name a few. At critical 
moments in the action, the 
game prompts you with an 
audible tone and arrow (or 
icon) to steer the car left or 
right, activate the car’s turbo 
feature or slam on the brakes. 
Work the controls fast enough 
and you'll make it to the next 
stage; mess up and you'll wit- 
ness a full-motion animated 
crash sequence. 

Actually, if you have decent 
reflexes, you probably won't 
witness many crash sequences 
at all: | beat the game on the 
normal difficulty setting in a 
mere two hours. To its credit, 
Road Avenger gets quite chal- 
lenging in the last stage—you 
have to press the buttons a /ot 
faster to avoid crashing—but 
you ll almost certainly have 
enough lives (and continues) 
to finish the game. 

“Okay, Mr. I'm-too-sexy-for- 
this-game,” you're saying to yourself, 
“why didn’t you just play the game on 
the hard difficulty level?” I'll tell you 
why, Mr. Second-guessing-the- 
reviewer: Road Avenger is too hard in 
the hard mode, because you don’t get 
on-screen arrows or icons, just the 
tones, and they're often drowned out 
by the CD soundtrack. Worst of all, you 
don't get an enhanced ending 
sequence for beating the hard level, 
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just a higher score. As Homer Simpson 
would say: “Doh!” 

While Road Avenger’s game play is 
less than hot, the graphics and sound 
are on fire. The full-motion video is very 
well done (although more than a few 
scenes are blurry, due to the Sega CD’s 
limited color palette) and the sound is 
incredible. You'll cackle with glee as 
your car screeches past screaming 
pedestrians and smashes into SCUM 
vehicles. This game literally begs you to 
crank your stereo volume up to full. 

Road Avenger is a gorgeous game 
that makes the most of the Sega CD’s 
abilities, and it’s one of the most 
intense gaming experiences I’ve had in 
a long while. | only wish that it wasn’t 
so easy (or hard) to play through. 

—Zach Meston 
Renovation Products 
987 University Ave., Suite 10 
Los Gatos, CA 95030 
(408) 395-8375 
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Mike spoke for the “6” crowd by calling 
Road Avenger “visually appealing, but 
having no play value.” Chris admitted it 
was too easy and short—but still liked it. 
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Tiny Toon Adventures: 
_ Buster’s Hidden 
Treasure 
KONAMI 
For the Sega Genesis (NA) 
sounpmusic [ij] se 8 
GRAPHICS 


PLAYABILITY 
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Apparently 1993 is going to be the 
“Year of the Tiny Toon Game.” No 


sooner do | finish reviewing Tiny 


Toons Cartoon Workshop for the NES 
than two more Tiny Toon carts—one 
for the Genesis and another for the 
NES—show up on my doorstep. And, 
from what I’m seeing, Konami has 
decided to make the Tiny Toons a 
force to be reckoned with in video 
gaming. 

For those who've been too busy 
playing games to watch TV, the Tiny 
Toons are heavily based on the 
Warner Brothers stable of old film car- 
toon characters. Buster Bunny is virtu- 
ally baby Bugs, Dizzy Devil resembles 
a prepubescent Taz and so on. 
Buster’s Hidden Treasure features the 
whole Tiny Toons cast in a clever, slick 
and extremely nasty platform game 
that ranks highly for difficulty and ani- 
mation. 

Sure, | was expecting a cakewalk. 
Sure, | figured I’d jump and run and 

slide my way through this in a few 
hours. After all, Tiny Toons, little 


kids, easy game...right? Hah. This 
isn’t another Castle of I//usion, this is 
a mean and crue! game that leads 
you on with its cuddly cartoon pals 
and then yanks the Acme rug out 
from under you. You must truly have 
nerves of steel and the reflexes of a 
Robotron champ to beat this game. 
For instance, there’s one sublevel 
that has you making dozens of leaps 
onto platforms in a vertically 
scrolling cavern while boiling lava 
fills up quickly below; the platforms 
get smaller and farther apart, and a 
single misstep will send you plung- 
ing down to certain doom. Other sub- 
levels feature complex mazes; you're 
not timed, but it’s amazingly easy to 
take one wrong step or jump and find 
yourself back where you started. 
Even the bosses are tough (remem- 


ber to take your time and let 
him come to you). 

Konami provides you with 
both a password feature and 
unlimited continues. But 
here’s where they once again 
pull a fast one on you: The 
“unlimited” continue feature 
stops once you've made it 
through the first three levels 
and successfully saved three 
of your friends from the 
clutches of the evil (and silly) 
Dr. Gene Splicer. Basically, 
this means you gotta start 
using passwords more fre- 
quently, but, even so, it’s just 
this sort of curveball that 
makes Treasure incredibly 
frustrating but eminently 
playable. 

The graphics are not quite 
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as elaborate as, say, Death Valley 
Rally, but they’re still excellent. The 
characters are delightfully animated 
(Buster waits and taps his foot impa- 
tiently if you don’t move him for 
awhile, but there’s even a twist on this 
gag if you wait long enough!), truly 
capturing the cartoon fluidity. The 
backgrounds make simple but effec- 
tive use of multilevel scrolling for a 
three-dimensional feel, and they scroll 
in all directions: horizontally, vertically 
and diagonally. The sound effects and 
music are terrific, totally evocative of 
the “Saturday Morning Experience.” 

All in all, a major surprise here— 
and a very pleasant one. After years of 
platform games with a day or two’s 
worth of play value, it’s nice to find 
one that not only lasts, but looks 
great, sounds great and stretches your 
abilities to the Montana Max. 

—Josh Mandel 

Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 
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What? A game for the Neo*Geo that 
only uses two buttons for its special 
moves?! I’m in shock! That’s right. No 
multiple combinations of button pushes, 
no complex patterns and no mayhem. 
Just simple controls and play mechan- 
ics. That’s the beauty of Super Sidekicks. 

The game is a.straightforward soc- 
cer competition that lets you challenge 
a human opponent in “vs. mode” or 
compete in a cup tournament against 
the computer—although most of 
Super Sidekicks’ excitement 
lies in competing against a 
human opponent. 

In both modes you have 
12 international teams to 
choose from, and in vs. mode 
you have an additional 13th 
Superstar team composed of 
all-stars. When competing for 
the cup, you must select a | 
team from one of the six 
available in either Group A or 
Group B. If you make it all the 
way through the tournament, 
there are a total of seven 
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matches. In the preliminary round, you 
go against each of the five opposing 
teams in your group, whom you have 
to beat in order to make it to the semifi- 
nal match. Defeating the semifinal 
opponent gets you to the cup match. 


Each of the compet- 
ing teams has its own 
player attributes. Some 
are fast or slow in 
speed, some _ have 
good ball control and 
others have combina- 
tions of all of the above 
or none. Germany, for 
example, has fast play- 
ers with good ball con- 
trol, while England has 
the slower players with 
good ball control. 

The Superstar team 
has an ee eee? 


play advantage over all other teams, a 


much so that it is almost impossible Oss 
beat when going head-to-head against it. _ 


Match durations can be set in vary- 


ing lengths, but, unfortunately, there’s- — 
no halftime. Games are played from 


beginning to end without — 


game into two halves and — 


matic sequence for a half- 
time show. Also, another 
inconsistency with actual 


clock is stopped when the 
ball goes out of bounds or ~ 
is caught by the goalie or 
when a foul is called. Yet, 
these few rule flaws really 
don’t detract from the 
game enjoyment, unless you're an 
extreme soccer fanatic. 

If the ganie you're playing winds | up 
in a tie, you're given the option of 


playing the same match over or se 


choosing to go to penalty kicks. 
Choosing penalty kicks brings you to a 
separate screen where you're looking 
toward the defending goalie from 
behind the kicker. The team to get the 
most goals from five kicks wins the 
match, unless the teams finish tied in 
goals. If that happens, the penalty 
kicks continue until somebody misses. 

Regulation-time game play is pre- 
sented in three-quarter side-scrolling 
perspective. Throughout the game, a 
zoom feature is used to get close-ups 
of the play and also to zoom off the 
action. 

Super Sidekicks doesn’t break new 
ground on the NeosGeo, but what it 
does offer is a challenging and enter- 
taining game that doesn’t force you to 
grow an extra set of fingers just so 
you can play it. 

—Mlike Davila 
SNK Home Entertainment Inc. 
20603 Earl St. 
Torrance, CA 90503 
(310) 371-8555 
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_ Paperboy 2 
. TENGEN 7 


| For the Sega Genesis ($59.95) 
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What a neighborhood! Haunted 
houses, sewer monsters, living 
scarecrows, mad dogs and heaven 
only knows what other dangers lie 
around every corner. Being a 
paperboy may be a good way to make 
some extra cash, but you have to 
survive first. Just staying on your bike 
in this paper-tossing contest is a 
challenge, let alone not getting run 
over by speeding cars or nabbed by 
creepy supernatural beings. But such 
are the hazards you must face in the 
Genesis version of Paperboy 2. 

In this perennial favorite, the object 
of the game is to deliver newspapers 
to all your customers. But, as you ride 
your bike through town, tossing 
papers onto porches or into 
mailboxes, you must also avoid more 
obstructions than you'll find in a 
military obstacle course. These 
obstacles include rolling tires, 
runaway baby carriages, dogs, cars, 
ghosts, baseballs, swarms of bees and 
much more. Luckily, you can stop 
most moving obstacles by bopping 
them with a newspaper, but others 
you must avoid by pure pedaling 
prowess. On the plus side, many 
objects can, when hit, help you 
rack up bonus points. Sometimes 
you'll even use your newspapers 
to stop robberies at the local 
market or gas station, and so 
become the town hero. 

But, hey, what about those 
jerks on the block who don't 
subscribe to your paper? No 
problem. You can teach them a 
lesson by tossing newspapers 
through their windows, dumping 
their garbage cans, knocking over 
their porch swings (while they’re 
in them!) and more. Just be 
careful you don’t break windows 
in your subscribers’ houses or 
they'll cancel the paper faster than 
the post office cancels stamps. 

After a long day is over, you'll 
want to get some sporting time 
in, as well as build up your paper- 
tossing skills, by taking a run 
through the paperboy-training 
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grounds. Here, you pedal through 
a specially designed obstacle 
course, flinging papers at targets 
that appear on both sides. To 
complete the course success- 
fully, you must do more than 
steer your bike. You also must 
use jumps to get over water and 
mud areas. 

Unfortunately, although the 
game play is great, the music and 
sound effects in the Genesis 
version of Paperboy 2 are not up 
~ to snuff. For example, a smashing 
window sounds more like a 
gunshot than breaking glass, 
unlike the Super NES version of the 
game, which included realistic sound 
effects. On the other hand, the addition 
of digitized voices makes up for many 
weak sound effects. It’s a riot when 
your paperboy chucks a newspaper at 
a sunbathing beauty and yells “Wake 
up!”” or knocks over a garbage can and 
moans “Whew! What died in there?” 

In spite of its less-than-inspired sound 
effects, Paperboy 2 is an addictive and 
challenging game. If you've ever played 
the original Paperboy, you'll be on 
familiar ground when you tackle these 
new routes. If Paperboy is new to you, 
you'll find this game a clever and 
entertaining change from the many 
jump-and-shoot and hack-and-slash 
games currently glutting the market. 
Delivering papers was never this much 
fun—even if you can’t collect tips. 

—Clayton Walnum 
Tengen 
675 Sycamore Drive 
Milpitas, CA 95035 
(408) 473-9400 


EDITORS’ CORNE 


1234656 
123458 


R 


APRIL 1993 ¢ 43 


Vii 


TAKARA 
For the Super NES ($64.99) 
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As newcomer Takara earns a repu- 
tation for converting NeorGeo titles to 
the lesser-priced home game systems, 
it's time we all sat down to figure out 
why no one thought of this before. 
Recent Neo*Geo games—particularly 
the Street Fighter Ii clones that SNK 
has been trotting out one after 
another—have been surprisingly suc- 
cessful in the arcades, and it only 
makes sense that gamers who enjoy 
the coin-op NeosGeo titles would be 
interested in playing scaled-down ver- 
sions on the Super NES or Genesis. 

Fatal Purvis: one'of the most 
eagerly anticipated of these transla- 
tions. Everyone’s been looking for the 
“next wave” of fighting games—the 
appeal of Capcom's powerhouse is 
bound to wear thin some day—and | 
had expected the Super NES version 
of Fatal Fury to be quite the contender 
in this regard. 

The game is often dismissed as a 
iclone” upon first glance: in fact, 
many players never got past the fact 
that it only offers a choice of three 
Piidlactera,. oO, controls. But. the 
Neo*Geo’s Fatal Fury has plenty of 
features that are nowhere to be found 
in Street Fighter I/ 
(or in SNK’s own 
Ovynamic.duo of 
World Heroes and 
Art of Fighting, 
for that matter). 
The two most sig- 
nificant advances 
were the ability to 
jump toward the 
background and 
fight on a differ- 
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ent “plane” and the two-player mode 
that allowed a pair of gamers to gang 
up On a single computer-controlled 
foe. Other minor advances included 
digitized audience noises, a unique 
arm wrestling bonus stage and the 
modification of the background graph- 
ics between rounds to reflect changes 
in the time of day or inclement 
weather. 

So how does the Super NES ver- 
sion compare? Surprisingly, most of 
these innovations are gone—not just 
abbreviated or reduced, but gone 
completely. All player movements are 
confined to a single plane, the bonus 
stage has been replaced by a ludi- 
crous round of kicking automobile 
tires on a beach and the only two- 


player mode in evidence is a competi- 
tive, one-on-one “Street Fight” option 
that is completely removed from the 
game's plot. (Incidentally, the story 
line involves two brothers who set out 
to avenge the death of their father, 
who had been killed by the game’s 
“big boss” character. Not essential to 
your understanding of Fatal Fury, but 
worth mentioning.) Fortunately, the 
game is good enough to hold up after 
all of these alterations. 

The graphics are fairly well 
detailed, and, though the fighting 
sounds and digitized voice effects are 
nothing to write home about, the 
music is not bad, making good use of 
the SNES’s stereo capabilities. | love 
the fact that it starts to rain in the sec- 
ond round of your battle with Tung Fu 
Rue—but wouldn't it be great if the 
rain actually affected the outcome of 
the fight by causing the characters to 
slip and fall down? 

If you’re a Street Fighter // fanatic 
who doesn’t know the NeosGeo from a 
Bally Astrocade, you should enjoy 
Fatal Fury—it's a fun fighting game. 
The only people who would be seri- 
ously disappointed by this cartridge 
are those who foolishly expected it to 
be an exact duplicate of the 55- 
megabit original—but even they 
would have to admit that it’s pretty 
darn close. 


—Chris Bieniek 
Takara USA Corp. 
230 Fifth Ave. 
New York, NY 10001 
(212) 689-1212 
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Andy and Mike agreed that Fatal Fury 
isn't Street Fighter Il, but isn't that bad 
either. Dave stifled a yawn at yet another 
fighting game. 
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For the Nintendo Entertainment 
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Apparently 1993 is going to be the 
“Year of the Tiny Toon Game.” No 
sooner do | finish reviewing Tiny 
Toons Cartoon Workshop for the NES 
than...hey, wait! Déja vu! Flashback 
city! For the third time in just a couple 
of months, Konami brings forth yet 
another game based on the obnox- 
iously cute Tiny Toons cartoon charac- 
ters, and yours truly is beginning to 
feel kinda like an ACME employee. 

Having been amused by the 7T Car- 
toon Workshop and cheerfully mad- 
dened by Buster’s Hidden Treasure 
(reviewed in this issue), | had pretty 
high hopes for Trouble in Wackyland 
for the NES. Alas, Trouble is notice- 
ably less inspired than the other 
Toons games; it’s clever at times and 
similarly well-animated (to the extent 
that the NES allows), but somehow 
the whole package comes off as a lot 
of work and not much fun. 

Montana Max is our old depend- 
able villain. He’s created an amuse- 
ment park, Wackyland, but the rides 
are really a series of traps designed to 
send Buster Bunny, Babs Bunny, 
Plucky Duck, Hamton and Furball to 
the Amusement Park Abyss (nobody 
dies in Tiny Toons, naturally!). Each of 
the five characters has one ride to con- 
quer, the final ride being the Fun- 
house, wherein Montana himself lurks 
for the ultimate confrontation. 

The four lesser rides (roller coaster, 
train, log flume and bumper cars) may 
be completed in any order, and only 
then may you proceed to the Fun- 
house. The roller coaster and log ride 
are fairly clever, requiring some skill- 
ful and rapid acrobatics in order to 
survive, but the train is ridiculously 
easy and the bumper cars are down- 
right tedious, requiring you to nudge 
two villains into a hole in three pin- 
ball-like playfields. The rides have 
“bosses” at the end, but they don’t 
put up much of a fight. All the rides 
are timed, and all are fairly short. Still, 
they require constant replay to perfect, 
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and playing the same four three- 
minute segments over and over again 
gets tiresome very quickly. 
Thankfully, Konami's included an 
undocumented shortcut to the Fun- 
house that involves collecting fifty “tick- 
ets”—tickets are dispensed to the player 
in exchange for points earned on rides, 
even on incomplete rides. So, strictly 
speaking, you don’t have to finish all 
four rides to get to the Funhouse. The 
Funhouse is a miniature platform game, 
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with some unusual twists, 
but, even so, it’s small, repet- 
itive and will probably not 
challenge you for very long. 
Basically a maze, it’s also 
timed...and what could be 
more fun than a timed 
maze? Cough, cough. 

The backgrounds are typical NES, 
bland and undetailed. Real care obvi- 
ously went into the animation of the 
characters, which seems to be an area 
where Konami Is remaining consis- 
tently true to the cartoon. The cartoony 
musical themes and sound effects lose 
their novelty pretty quickly. 

Maybe it was too much to hope 
that Konami could crank out so many 
Tiny Toon games so quickly and keep 
the quality dependably high. An 8-bit 
version of Buster’s Hidden Treasure 
would probably be a much better 
choice for its next Tiny Toon NES cart, 
and a much better investment of its 
customers’ money and playtime. 

—Josh Mandel 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 
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Chris thought it was flawed, but still fun. 
Andy felt it was slow and skewed too 
much toward younger players, while Mike 
said it was “a little on the dull side.” 
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VIRGIN 
For the Super NES ($59.99) 


Park Place Productions revolution- 
ized sports video games with John 
Madden Football and NHL Hockey for 
the Genesis and helped put Electronic 
Arts on the video-game map. Virgin 
Games looks for a “three-peat” with 
Park Place’s latest effort, Magic John- 
son’s Super Slam Dunk for the SNES. 

The option screen lets you select 
Exhibition or Playoff modes, com- 
puter or human opponents, length of 
periods, and allows you to toggle 
fouls and music on or off. Exhibition 
mode lets you pit any of the 28 avail- 
able teams against one another. In 
Playoff mode the game randomly 
selects eight teams to compete in a 
single elimination tournament for the 
Super Slam Dunk Championship. 
Instead of guiding a single team 
through the playoffs, you play every 
round, selecting which of the two 
teams in that round you want to con- 
trol. Passwords are available after 
each game so you can continue the 
tournament at a later date. 

After a quick comparison of the 
two teams by Magic Johnson, it’s 
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down to courtside for the tip-off. The 
game’s perspective takes some get- 
ting used to. Super Slam Dunk is full- 
court, five-on-five basketball but is 
played predominantly from an ele- 
vated half-court view. When a player 
crosses midcourt with the ball, the 
screen rotates 180 degrees to simu- 
late moving from one half of the 
court to the other. The rotation is sur- 
prisingly coarse, given the SNES’‘s 
much-touted hardware rotation capa- 
bilities, and the effect can be quite 
disorienting. 

Forgetting the rotation problem, 
Super Slam Dunk features some great 
animation. Dribbling, behind-the-back 
passes and, of course, monstrous 
slam dunks are all fluidly rendered. 
While not much distinguishes players 
from one another besides their uni- 
form color, the graphics are pre- 
sentable and get the job done. 

This is arcade basketball in the 
purest sense. There are no substitu- 
tions or time-outs, and there is no 
play calling. Fouls are rare and seem- 
ingly random. While this may disap- 
point the serious simulation fan, the 
plus side is fast and furious game 
play. The ongoing color commentary 
adds to the fun, with passionate 
sound bites like “Heaaaaartbreaker!” 
and “Saaaweeet!” and the ever-pre- 
sent “Saalaaam Dunk!” The quality of 
the digitized speech is among the 
best l’ve ever heard in a sports game 
and will draw a chuckle out of anyone 
who's every watched a televised bas- 
ketball game. 


Where Super Slam Dunk comes up 
short is in the passing game. When 
moving the ball up court, arrows indi- 
cate where you can safely pass to 
players who are off-screen. Once the 
ball crosses half-court, however, 
passing the ball almost always results 
in a steal by the defense. This effec- 
tively limits your offense to either 
driving to the basket for a sure dunk 
or just pulling up for a jump shot. The 
lack of effective interior passing 
makes offensive play repetitive, and it 
is surprising, given that Magic John- 
son is the NBA’s all-time greatest 
assist player. 

Magic Johnson’s Super Slam Dunk 
is exactly what its title suggests: a 
fast-break dunk-a-thon. While not of 
the caliber of Park Place’s earlier 
groundbreaking games, it delivers 
solid arcade fare for the casual bas- 
ketball fan. 

—Jeffrey Tschiltsch 
Virgin Games 
18061 Fitch Ave. 
Irvine, CA 92714 
(714) 833-8710 
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The editors easily found fault with this 
one: Mike said it had no redeeming quali- 
ties and poor animation; Andy and Chris 
ragged on the redundant play-by-play. 
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That's right: two screens, two players, tw 
locations, the same or different formats. 


can make all your ingenious tactical mai 
and covert actions in complete secrecy! 


manufacture, sponsor or endorse 
ies, Inc. All rights reserved. 


TI a 
For the TurboGrafx- 16 With. 
Super CD/Turbo Duo ($49.99) 


Just as the Sega Genesis is known 
for its role-playing and adventure 
games and the Super NES is famous 
for its Mario-type jump-and-shoot con- 
tests, the TurboGrafx-16 is thought of 
as the leading machine for top-shelf 
shooters. Unfortunately, there are so 
many shoot-’em-ups for the TG-16 that 
players who crave more variety are 
starting to complain. And Syd Meads 
Terraforming from Right Stuff isn’t 
likely to satisfy those players’ com- 
plaints. It’s net only yet another 
shooter for the TG-16, but a mediocre 
one at that. 

First, one has to wonder why this 
game is delivered on a Super CD, since 
the game’s eight levels are anything but 
elaborate, featuring lackluster back- 
ground graphics drawn with little atten- 
tion to fine details. | can only assume 
that the manufacturer chose CD-ROM in 
order to add higher quality music to the 
game. (The music is pretty good, with 
everything from the usual hard-driving 
techno-pop to fully orchestrated 
pieces.) The need for a CD certainly has 
nothing to do with the game’s depth or 
the storage of graphics data. 

This is not to say that Terraforming 
is a bad game. It’s not. If you like 
shooters with awesomely powerful 
weapons that let you roast everything 
on the screen in a blaze of blasting 
power, you'll probably get a kick out 
of Terraforming, which features some 
of the most powerful weapons seen in 
a shooter. 

As you fly through each level, 
weapon icons appear on the screen. 
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SB screen aie an ee inmperetcanle w 
me blazing power. | : 


truly has the right stuff. 


rear-fire aio energy tages 
more. By scooping up the weapon 


boosters, you oi can make your weap as 


On the downside though, if you lose. 


your weapons, due to being hit oe 


enemy fire, you might as well reset the — 


) game and start from the beginning. — 
~You need those weapons if you're 15 
survive more than a second or two _ 
against the incredible onslaught of _ 


creatures, missiles and obstacles with 
which you're confronted on the higher 
levels. So many creatures and shots fill 
a ae that it’s often difficult to follow 
bani cee let alone get off ¢ some accu- 
rate shooting. 

As mentioned SOLER this game 
features eight different levels of action. 
Before you reach the ultimate boss 
creature in Level 8, you'll travel through 
volcano worlds, crater-pocked moons, 
steamingly hot jungles, dank caves, the 
usual Outer-space scenes and more. 
The creatures, too, vary from level to 
level. However, the attacks are so fren- 
zied, with so many objects on the 


screen at once, you're not likely to have 


time to notice much about the creatures 
as you try to blast your way to safety. 
All in all, Syd Mead’s Terraforming 
adds little to a genre already cramped 
with more titles than gamers need or 
want. Its strongest point is its blister- 
ingly fast action, but, unless you like 
extremely difficult games, the game’s 
fast action may not necessarily be a 
positive point. I’m not sure this one 


—Clayton Walnum 
Turbo Technologies Inc. 

6701 Center Drive West, Suite 500 

Los Angeles, CA 90045 = 
(310) 641-4622 _ = 
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Seal of Quality 


TM, ®, & © 1992 Paramount 
Pictures. All Rights 
Reserved. Cool World is a 
trademark of Paramount 
Pictures. Ocean Software 
arene Authorized User. Game 
program © 1992 Ocean 
Software Limited. Ocean is 


a registered trademark of 
SUPER NINTENDO Ocean Software Limited. 
' EWTERTAINMENT SYSTEM Nintendo, Super Nintendo, 
Ocean of America, Inc. Game Boy™, and the officia 
1855 O'Toole Ave., Suite D-102 ; sien tema seal are registered 


trademarks of Nintendo of 


San Jose, CA 95131 Ca A 4 c.f SUT America, Inc. 
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For the Super NES ($59.95) 
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The comic violence of Tom and 
Jerry has been woefully toned down 
throughout the years. The original 
cartoons, made as theatrical shorts, 
moved. They were action-packed and 
true works of animation. Times have 
changed, thanks to parental watch- 
dogs. Just look at the latest incarna- 
tions of the cartoon duo on syndi- 
cated television markets—the two 
rarely go at one another’s throats! To 
see the “real” Tom and Jerry in 
action, watching the original shorts is 
mandatory. 

Classic Tom and Jerry isn’t what 
you'll find in the SNES’s Tom & Jerry 
because, like the modern-day cartoon, 
it severely lacks the action worthy of 
the cat and mouse’s origins. The Tom 
and Jerry trademark aside, the game 
play itself is mediocre. It’s a real 
disappointment, especially when that 
recent SNES title based on another 
famous ‘toon pair, Wile E. Coyote and 
the Road Runner, Death Valley Rally, is 
brought in for comparison. 

Tom & Jerry boasts 11 stages, 
which sounds impressive, but each one 
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is short in length. Actually, the 
game is divided into just four 
levels, each consisting of a few 
of these stages. Jerry is the star 
here, with Tom taking on 
cameos at the end of every 
level as the “end boss.” Jerry’s 
baby nephew, Tuffy, costars as 
the second player, but two 
cannot play simultaneously. It’s 
simply time-sharing between 
Jerry and Tuffy, as two gamers 
alternate after the other’s turn. 

The plot concerns Jerry, who 
needs to travel home from the movie 
theater. He runs and jumps onto 
various types of platforms; he throws 
marbles at enemies; he picks up bits of 
cheese for points, whole slices for extra 
life energy; he completes the stage by 
coming to the exit sign at the end. After 
going through two or three stages, it’s 
time to pound poor Tom silly. 

Level 1 is set in the movie theater; 
Level 2 at a junkyard; Level 3 in a toy 
shop; and Level 4, back at home. 
These settings invite action- 
filled possibilities, but only the 
boss screens with Tom present 
situations that are derived from 
the classic cartoon shorts. In 
the theater, Tom’s head looms 
in the background as he drops 
sandbags onto Jerry. The cat 
fries (0 dO ih "Is NiouUse 
adversary with a crane and 
magnet in the junkyard, and 
sends out toy robots in the toy 
store level. The final screen 
has Jerry sending Tom off to 


the moon by slipping a firecracker into 
his paw. 

With the exception of Tom, Jerry 
and Tuffy, the graphics are simplistic. 
The three look like animated characters 
who happen to be trapped in a boring- 
looking video game. The music 
mangles the “Tom & Jerry” theme into 
unrecognizability—painful to hear, 
especially since it comes out in stereo. 

Regarding play value, Tom & Jerry 
is on the easy side. Apparently the 
game was designed with young 
children in mind, but there are better- 
designed SNES titles of this gaming 
difficulty, featuring more for the player 
to do—Magical Quest, for one. The 
comic conflicts between Tom and Jerry 
should be the essence of this game, 
but, except for the four boss screens, 
they are, sadly, missing. 

—Howard Wen 
Hi-Tech Expressions 
584 Broadway, Suite 509 
New York, NY 10012 
(212) 941-1224 
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Chris called Tom & Jerry “plain and infan- 
tile,” while Andy said it was “clean, but 
definitely for the young player.” Dave 
said it was an “8-bit game in disguise.” 
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For the Nintendo Entertainment 
System ($49.95) 
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Most everyone is sure to have seen 
the Crash Dummies on the tube by now, 
using humor to convince people to 
buckle up—or pay the consequences of 
taking a nosedive through a windshield. 
Although they’ve made the move to the 
NES, the message remains the same. 

Spin and Slick (yeah, | didn’t know 
their names either) have a problem: 
Their arch-evil-bad-guy-adversary, 
Junkman, has kidnapped their friends 
Spare Tire and Darryl, and Bumper, the 
crash dummies’ pooch. Alternating 
between playing the parts of Spin (who 
rides around on a unicycle of sorts) and 
Slick, your objective is to rescue your 
friends, while avoiding the traps and 
“junkbots” of Junkman. 

Armed with an exhaust gun, which 
stuns your enemies temporarily, and 
an oil gun, which does more perma- 
nent damage, the action is generally 
horizontally scrolling, run-and-shoot (- 


and avoid). Other than a few power- 
ups, the only items to collect are 


orange traffic cones, which eventually 


will award an extra life. 

There are five levels to explore, 
which begin with the crash-test center, 
Onward through a circus, a waterfront 
and a junkyard before your final con- 
frontation with the Junkman himself. 
It takes some time to get the hang of 
jumping around with Spin’s unicycle, 
especially if you collect a “speedup” 
icon, but, otherwise, basic jumping 
and shooting skills will suffice. The 
bosses, up to and including Junkman, 
are easy to figure out and present less 
of a challenge than simply reaching 
them does. 

Your dummy can lose his head (lit- 
erally!) if he runs into an obstacle at 
high speed or if certain junkbots take a 
shot at him. In these cases (at least 
until you find another head power-up), 
your dummy’s sense of direction is 
reversed, as are your controls. No con- 
tinues are allowed, but four lives are 
given with six “hits” each, and there 
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are plenty of power- ups to restore par- 
tial life. 

Although this game plays akay. 
there isn’t anything in particular that 
makes it stand out from any 50-odd 


other games for the NES. | thought that — 


there would be some humorous shots 
of the dummies getting bashed to bits, 
but, other than the occasional head fly- | 
ing off, the action is pretty mundane. 
The story line is limited and hard to 
support to begin with, but having the 
dummies visit the circus? This game 
needs more levels and a more complex 
goal, rather than the same tired theme. 
The plugs about wearing your seat belt 
are fine, and if a video game can con- 
vince somebody to buckle up, great! 
Let’s remember that the primary objec- 
tive here is to entertain, however. (I can 
just see a “Woodsy the Owl” adventure 
just around the corner, complete with 
players collecting video garbage and 
giving a “hoot.”) 
| question whether the dummies 
are the types of characters that will 
appeal to older players, yet the game 
may be too difficult for some younger 
players to handle. If nothing else, the 
constant reminders to buckle up may 
make some parents decide it’s a harm- 
less way to program their kids with 
that message. Otherwise, most play- 
ers would be dummies not to preview 
by rental first. 
—Brent Walker 


LJN 

71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 


EDITORS’ CORNER 


—_ 


APRIL 1993 « 51 


she ke he Re She See 


GENESIS/SEGA CD 


Sega wasn’t showing many new cartridge- 
based games—most of the titles in its booth 
were “classics” or third-party releases—but 
what it was showing was excellent. Two of the 
best were based on comic books: X-Men, a 
graphically impressive platform game featur- 
ing several Marvel-ous mutant characters; and 
Dinosaurs For Hire, with eight megs of mem- 
ory, 12 levels of side-scrolling shooting action 
and four well-armed ’saurs as the protagonists. 

Of the two other standout Sega games, 
one was a sequel and the other an original: 
Joe Musashi makes his third Genesis appear- 
ance in Shinobi 3 (although, if you count the 
Sega Master System game Shinobi, this game 
is actually Shinobi 4), with intense run- 
jump-attack game play complemented by 
excellent visuals; and Cyborg Justice allows 
players to construct robotic warriors from 
scratch using various body parts, then con- 
trol the warriors in combat against each 
other or against multiple levels of computer- 
controlled baddies. 

Alien (Arena for the Sega CD). A special 

CD version of this horror trilogy is planned, 
encompassing all three movies. Game play 
and story line haven't been decided yet, but looking at Acclaim’s 
HED , and other Alien games, we can only be hopeful. 

_ After Burner Ill (Sega for the Sega 


_ of VGSCE back in September of 92, this 
onc-player arcade sequel lets gamers 


| choice of three play modes and day and 
| night missions over land or sea. 


After Burner Ill 


a) a of this ‘game ‘in our preview. sec- : 


but showed off plenty of full-motion video, incle 


evil clown character. 


Ecco the Dolphin (Sega for the Sega 
CD). Sega has done an “about face” on its 
original commitment not to release Ecco on 
CD. The CD conversion will feature full- 
motion video and digitized sound. 

Final Fight (Sega for the Sega CD). One 
of the titles Genesis fans have been waiting a 


Ecco the Dolphin 


he She he Re ie BS 


CD). Originally previewed in the pages 
pilot an F-14 lomcat. Gamers have a 


Bram Stoker’s Dracula (Sony for the 
Sega CD). VG&CE has shown you exclusive, never- -before-seen — 


long time to see 
cross over from 
the SNES arena, 
Final Fight is a 
one- or two- 
player game with 
five levels of street 
combat. Unlike its 
SNES counterpart, you have three different 
characters to choose from—and yes, just like 
in the arcade and Japanese Super Famicom 
versions, you do get to beat up on girls. 

Flashback-The Quest for Identity (U.S. 
Gold for the Genesis). When the editors of 
VG&CE traversed the show floor and asked 
industry people what games caught their 
eyes, one name consistently popped up: 
Flashback. Even though the game was 
shown months ago to the press, it still man- 
aged to divert some of the attention away 
from Nintendo’s StarFox. 

Haunting Starring Polterguy (Electronic 
Arts for the Genesis). As Oe as the title | 
sounds, this unique 
game is a scream in 
more ways than 
one. You control — 
Polterguy, a teen spirit who doesn't like | 
that the evil Sardini family murdered | 
him—go figure! So he sets out to scare the » 
daylights out of the Sardinis by possessing ‘ig 
objects around the house. For example, Pj 


Final Fight for the Sega CD 


Polterguy’s influence on the chair turns its Bua 


scat cushion into a giant tongue that laps’ 
Mrs. Sardini’s face. The game also features @& 
a two-player option that should make this [523 
more of an attraction. Look for a summer ies 
release of this iid lo-mes game. 


Sa Genet version of andy of Cammanedtic 
flagship NES titles, The Fantastic Adventures of Dizzy. 

Mortal Kombat (Arena for the Sega CD). Ed Boon and John To- 
bias’ arcade smash is hitting almost all cartridge formats, but expect 
this disc-based version to be the most like the arcade game. How it 
will differ from the cartridge version, we’re not sure, but expect all 


by the Editors of VG&CE with Zach Meston and John Schnyder 
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of the face-burning, spine-cracking fatalities that helped make this 
game a serious challenge to Street Fighter II. 

Road Avenger (Renovation for the Sega CD). Renovation was 
showing perhaps the most impressive Sega CD game at the CES: 
Road Avenger, known in Japan as Road Blaster FX (not to be con- 
fused with Atari Games’ Roadblasters coin-op). Programmed by 
Wolfteam, the group behind Cobra Command, Road Avenger is a 
driving game packed with plenty of full-motion video, stereo 
sound and humorous moments, such as when your car narrowly 
misses a pedestrian who screams and throws a bagful of groceries 
into the air. 

RocketKnight Adventures (Konami for the Genesis). Though the 
title of this sharp-looking action contest is subject to change, the 
game design doesn’t leave much room for improvement. A run-and- 
jump Sonic clone that features a sword-wielding opossum as a pro- 
tagonist, RocketKnight Adventures combines instantly accessible 
controls with a charismatic hero and stylish background graphics in 
all stages. 
= Strider I (U.S. Gold for the Genesis). 
This new 8-meg sequel to the original 
hack-and-slash Genesis classic features 
five action-packed levels. The Grand 
Master Meio has returned and is poised 
above the earth ready to wreak havoc on 
the planet. Strider II will also be available 
Strider il for the Game Gear. 

Virtual VCR—Prince and Virtual VCR—March of Time (Sega for 
the Sega CD). These two Virtual VCR titles are unique nongame 
products that use specially compressed video technology for com- 
pact disc, allowing over one hour of video footage to be stored and 
played. Virtual VCR—Prince contains video singles from Prince's 
hit Diamonds and 
Pearls.album, along 
with interviews and 
close-up moments. 
Virtual VCR—March 
of Time contains 
video clips from 
Time magazine’s Virtual VCR—Prince 
documentary film series of the same name. The 
disc has three 20-minute video clips narrated 
by the legendary Orson Welles. 


Super NES” 


Aladdin (Capcom). Though no actual game — 
was shown at the show, Capcom did announce — 
a planned fourth-quarter release of the game 
based on the Disnev feature film. a 

Alien’ (LJN). With great-soumd, chilling 
“graphics and a high degree of playability Alien’ 
was easily one | 
of the “Best™ 
Genesis games — 
of 1992. The 
upcoming 
SNES version 


promises more 


detailed anima- 


tions and an 


Alien’ 


even greater variety of weapons. Blood and gore 


fans should be prepared for Nintendo to wash a 
lot of body parts off the walls and floors. 


Aliens vs. Predator (Activision). Two of the 


most vicious extraterrestrials ever to hit the sil- 
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NAME: Baleog the Fierce™ 
HEIGHT: 6'4" 

WEIGHT: 230 Ibs. 
DISTINGUISHING FEATURE: A sharp sword 
that makes sure things are never dull. 


LAST SEEN: Battling funhouse fantasies in 
an alien Wacky World. 


©1992 Interplay Productions, Inc. and Silicon & Synapse. All rights reserved. Baleog the Fierce is a trademark of Interplay Productions, Inc. 


ver screen have been brought to- 
— gether in this new beat-em-up with 
ten levels. In action similar to a 
Street Fighter, the player takes on 
the role of the Predator and must 
battle it out with swarms of aliens 
trying to protect their queen. The 
final confrontation pits you against 
the alien queen. 

Batman Returns (Konami). Okay, it’s a Final Fight clone—let’s 
get that out of the way. With six levels of beat-em-up action and 
one high-speed Batmobile driving 
stage, Batman Returns doesn’t bring 
anything original to the Super NES. 
What it does deliver, however, is a 
ton of action and a stunningly. or- 
chestrated stereo soundtrack—and 
some of the most brutal violence 
seen at the CES; the Caped Cru- 
sader was seen crunching villains 
skulls together, as well as picking up his enemies and flinging them 
through the windows of Shreck’s department store. 
_ Bubsy the Bobcat in: Claws Kien 
ters of the Furred Kind (Accolade). It’s 
impossible to ignore the outrageous 
media blitzkrieg that Accolade has cre- 
ated to hype this Sonic-style adventure, 
]| even though the VG&CE editors aren't _ 
as excited about the game as others | 
===") seem to be. (We're hoping that some _ 
of the play-control problems that were — 


Batman Returns 
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: ? | As if things weren’t ooky _ 
| enough! Now Pugsley sy 
$ Cc AVEN: CER Addams must go on a 


simply torturous 

scavenger hunt. There’s 

all sorts of unnaturally = 
delightful traps. And 
hidden switches all about, _ 
Which produce the 
loveliest, blood-curdling 
effects when Pugsley runs 


won’t wa ‘to niss. So get 
ready to get spooky, and ~ 
get set to get kooky...it’s 


i 


Screen shots shown are from the 
Super NES version of the game. 


idly WM eE Lal © 1992 H-B Production Co. All Rights 
Reserved. Based on the characters 
created by Charles Addams. TM 


— Oa __ LE designates a trademark of Paramount 
SIPFR NINTENDO Pictures. Game program © 1992 Ocean 


i . . Software Limited. Ocean is a registered 
Ocean of America ’ Inc. trademark of Ocean Software Limited. 
1855 O'Toole Ave., Suite D-102 Nintendo, Super Nintendo, Game Boy™ 

: and the official seal are registered 
San Jose, CA 95 131 GAME BOY trademarks of Nintendo of America, Inc. 
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still in evidence at the CES will be ironed out before its release.) A 
great-looking run-and-jump contest nonetheless, the latest revision 
of Bubsy has given our hero a wisecracking, cartoon-quality digi- 
tized voice. 

E.V.O.—Search for Eden (Enix). 
Following in Enix’s tradition of hy- 
brid action/adventure games, E.V.O. 
is an original 12-megabit romp 
through time. Gamers must evolve 
from species to species trying to find 
their way to civilized society» Keep 
your eyes closely focused on this 
game, it could be one of the hottest &-¥-0.—Search for Eden 
titles for 1993. 

Final Fight II (Capcom). Cody and 
Haggar are back in this new head-to- 
head version of the popular SNES title. 
Final Fight I features a whole new vari- 

= ety of terrain, allies and enemies. 
oe Lord of the 
Final Fight I Rings (Inter- 
play). One of the number of companies 
to support Nintendo’s mouse, Interplay is 
creating a brand-new RPG based on J.R.R. 
Tolkien’s classic novel. 

Monsters Lord of the Rings 
(LucasArts). Using a perspective similar 
to Smash TV, this shooting game was far 
from finished, but any excuse to run this 
“giant baby” screen shot is sufficient. 

Mortal Kombat (Acclaim). Having 
translated Williams 
hits Smash_TV and 
Super High Impact to cartridge, there was no 
way Acclaim was going to pass on this fighting 
hit. Programming had begun only a few weeks 
before the CES, but already the digitized figures 
looked almost identical to the arcade. Don’t ex- 
pect all of the grisly fatalities though, as Nin- 
tendo censors are expected to strike again. 

StarFox (Nin- 
tendo). The big “N™ 
pulled Olsgmall the 
Sstopsiin. debuting its 
latest SNES title, 
StarFox, which was 
housed in a huge 
dome filled with Starfox 
blaekfights and laser projeCti@as. Sea#Pox is the 
first SNES game to utilize the’ ipehetouted 
Super FX chip, which speeds up ganteyplay By 
taking some of the workload off the SNES*aad 
its poky 3.58 MHz CPU. The game is a 3-D 
space shooter utilizing both bit-mapped and 


Monsters 


filled-vector graphics, and, while it wasn’t 
overly impressive, it ably demonstrated the ca- 
pabilities of Super FX. 

— Taz-Mania (Sun- 
soft). Even in the 
_ midst of all the Star- 


_ Fox hoopla, Sun- 


_ soft’s screamingly 


' funny Taz-Mania 


Taz-Mania 


managed to steal the 
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©1992 Interplay Productions, Inc. and Silicon & Synapse. All rights reserved. Erik the Swift is o trademark of Interplay Productions, Inc. 


show in the Super NES camp. Imagine a fast-paced driving game 
like F-Zero or Super Mario Kart, substitute a huge, wildly animated 
Tazmanian devil for the vehicle and you'll have some idea of what 
this game is all about. When we saw Taz tearing down a desert 
highway, swinging his arms and leaping into the air to devour kiwi 
birds...well, its hard to manipulate a control pad when you're dou- 


bled up with laughter! 


Battletoads/Double Dragon (Tradewest). Yes, it’s the title of a 
single game, the newest NES project from Tradewest. Though it 
looks more like Battletoads than like Double Dragon, the game actu- 
ally includes characters from both of these successful beat-’em-ups, 
allowing Pimple, Zitz and Rash to fight side by side with Billy and 
Jimmy Lee of the classic martial-arts adventure. Shown in early 
form, this team-up is as unlikely as it is newsworthy—and bound to 
grab most of the attention in the thinning NES market. 

Mighty Final Fight (Capcom). 7 
A cute takeoff on arcade and 
SNES classics, this five-level, one- 
player title offers the player all the 
original popular characters, in- 
cluding Haggar, Cody and Guy. 
Each of the heroes has his own |RSS 
style of boxing, martial arts and seen 
wrestling. 


Mighty Final Fight 


T6-16/Turso Due 


Bomberman Battle (TTI). While TTI didn’t draw much attention 
to a new peripheral for the Turbo Duo called the Karaoke Ninja 


NAME: Erik the Swift” 
HEIGHT: 6'1" 
WEIGHT: 175 Ibs. 


DISTINGUISHING FEATURE: Powerful legs that let him 
race like the Nordic wind. And coo! hair. 


LAST SEEN: Outrunning the maniacal saw in an 
outrageous alien factory. 
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(from Nikkodo)—and the Elvis impersonator demoing it certainly 
didn’t help—the First Annual Bomberman Battle proved quite inter- 
esting to CES attendees, who formed large crowds to watch the car- 
nage. [he Battle had players from five magazines (VG&CE, Game- 
Pro, EGM, Game Informer and Kids) mixing it up in Bomberman ’93, 
an updated version of the classic multiplayer game. We're proud to 
say that VG&CE won the Battle, along with four round-trip tickets 
to Hawaii. Mahalo, TTI! 

: “CD-Zonk” (TTI). Even without 
an official title or release date, we 
had to show you a photo of the 
Super CD version of TTI’s popular 
Air Zonk shoot-em-up. Comple- 
menting the new cartridge chapter 
in the saga of TTI’s favorite cave- 
eal man (Bonk 3: Bonk’s Big Adventure; 
TT's “CD-Zonk” see our February issue for a pre- 

view), this action-packed Super CD is sure to expand the Zonk 

story line, with the usual collection of colorful enemies and exotic 
power-up items. 

King of the Monsters 2/World Heroes (Working Designs). 

Though neither of the pair exists in a form that shows more than 

a title screen, the announcement of Super CD-ROM versions of 
‘these two popular Neo*Geo games was easily the biggest news of 
the show for TG-16/Duo owners. Unlike its previous titles, which 

were translated from existing PC Engine products in Japan, 


Working Designs will oversee all aspects of the game design and 
programming. 


Snatcher (TTI). Developed and released by Konami for the PC 
Engine.in Japan, Snatcher is an outrageously violent and bloody ad- 
venture oe in which the player must seek out and destroy a killer 

a robot. Much of the 
game’s shocking 
visual content 
stems from the ac- 
tions of this un- 


beast, which stalks 
the shadows of the 
games Blade Run- 
ner-inspired 
a: and 


as CES was ™ appearaneéso! Teri 
‘from third- panty Lynx es tae ie 


racing shoot-’em-up demolition 
derby with tons of options and 
ComLynx capabilities for up to six 


players. Look for more information 


BattleWheels for the Lynx 


on this red-hot action game in this 
issue’s Video-Game Previews section and in next month’s Gaming on 
the Go column. These guys are going places. 

Double Dragon (Telegames). This CES was the fourth consec- 
utive show in which Atari had no formal presence on the floor, 


56 ¢ APRIL 1993 


holy mechanical _ 


BattleWheels, a first-person auto ~ 


but that hasn’t stopped Telegames 
from showing its fine lineup of Lynx 
software. The big announcement this 
time was Double Dragon, a faithful con- 
version of the often-imitated Technos 
classic, complete with two-player co- 
operative fighting action and a head- 
to-head Street Fighter-style subgame. 
In addition, Telegames showed a detailed version of Super Off- 
Road and the stunning European Soccer Challenge, and an- 
nounced the licensing of Electronic Arts’ action-packed Desert 
Strike for the Lynx. 


ite renirnill 


He hrtitenitedesiniit 


Double Dragon 


VIDEO-GAME 
ACCESSORIES 
AND MISCELLANY 


Aladdin Deck Enhancer (Camerica for the NES). Seen for the 
first time since a ee ae pe was shown behind closed doors — 
at last years : : 

Simmer CES. 
Camerica’s Al- 
addin Deck En- 
hancer has the 
potential to turn 
the entire 8-bit 
world upside- 
down and bring 
new hope to the 
millions of NES 
Ownerse who 


have been all but abandoned in recent months. See the News Bits . «@ 
item in our October 1992 issue for more information about this 4 
fascinating device, which holds many of the ingredients of a san 
dard NES cartridge. Additional software can be had ¢ on oe  . 
cartridges” in an under-$20 price range. 
Biomechanical Research (Ac ] a 


Camerica’s Aladdin Deck Enhancer 


raps the mo 


egies 


characters t 
better—and port be- 
tween any machine eas- 
ier—than any currently 
on the market. The ear- 
liest work has taken 
place with Spider-Man and Venom, but the first consumer appli- 
cation of this technology is not yet set. 

Game Genie for Game Boy (Galoob Toys). With Galoob 
having existing and popular versions for the NES, SNES and 
Genesis, the next logical step was to go portable. As with its 


Acclaim’s Biomechanical Research 


Pease an 


a 


il 
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other “game en- 
codes 
can be entered to 
change parameters 


of a game, such as 


hancers.” 


time and number 
of lives. The com- 
pact hardware 
also has a little 
compartment that 
stores the initial 
code book so its 
always there when 
you play. The 
Game Boy Game 
Genie is priced at 
under $50 and 
ne Genie avedable now. 
LaserActive (Pioneer with NEC and Sega). For those who 
want the latest “ultimate” home laser-dise system, Pioneer has 
introduced its LaserActive player. By using a base 12-inch disc 
for its interactive unit, Pioneer is able to combine the standard 
540 megabytes of storage space of the conventional interactive 
laser players with an additional 60 minutes of analog film- 
quality images. LaserActive will also have three additional 
modules: one compatible with Genesis cartridges and Sega 

es ame CDs, one compat- 
ible with the 
Turbo Duo and a 
laser karaoke 
module. 


=) 4 iret f,:en a For 


Game Boy 


Bouse 4 
by Pioneer 


: ent 
LaserActive 


The Activator (Genesis). Definitely one of 
the most creative controllers to come along 
in awhile, this full-bodied interactive con- 
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troller plugs directly into the controller ports. The Activator uses 
eight interlocking infrared modules to track the location of a 
body part or other object as it passes over the ring. When used 
with games like Streets of Rage, players exercise their own 
punches, kicks and blocks. The Activator is expected to hit the 
shelves in September and will F™~ 
retail for between $70 and $80. 

Virtua Sega (Genesis). A 
full-colored virtual reality pe- 
ripheral designed to “im- 
merse” the gamer, the device is 
a hybrid of glasses and headset 
that will give a 360° stereo- 
optic gaming experience. Vir- 
tua Sega is expected to hit the 
shelves sometime during the 
fourth quarter of 93. 


Virtua Sega 


30 


Certainly, one of the biggest stories of the CES was the 3DO 
press conference held at the start of the show (see the February 
1993 VG&CE for more information). Over 500 people filled the 
rooms that were set aside for the introduction to the CES throng; in 
fact, the crowd overflowed into an adjoining room where the confer- 
ence was fed by video. Trip Hawkins, 3DO’s president and CEO, led 
the group through the company’s business plan and described what 
the 3DO hardware could do. Then RJ. Mical gave a demo—which 
was rumored to have been run on a Mac, but denied by 3DO— 
showing off the capabilities of the machine. The session came to an 
end after spokespersons for each of the strategic partners (Electronic 
Arts, Tinwe Warner, Kleiner Perkins, Matsushita, MCA and AT&T) 


NAME: Olaf the Stout™ 


HEIGHT: 5'7" 
WEIGHT: 255 lbs. 


DISTINGUISHING FEATURE: An impressive stomach, 
and an amazing affection for Swedish meatballs. 


LAST SEEN: Dodging dinosaurs in lush Prehistoria. 


©1992 Interplay Productions, Inc. and Silicon & Synapse. All rights reserved. Olaf the Stout is a trademark of Interplay Productions, Inc. 
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SCORE Occeissert =~ 


In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks 
simple, but it's only the start. Each of five more puzzles gets a little harder. But 
this time it's all up to you. Stay in to the end with the highest score and the gear 
is yours. With whatever options you want. Do you have what it takes? Then 
play to win! 


Play any 16-bit game in the world with this line- 

- Neo Geo Gold, Super NES with Super Scope, Sega Genesis with CD-ROM and 
enacer and TurboDuo. Get all four or trade the ones th u don't want for CASH! 
Bonus options include: 33” monitor, $1,000 in games, cash, accessories and more! 


The Ultimate Gaming Environment, 40 inch monitor, 


WORD LIST and LETTER CODE chart 


PEAVY....... LEAVE,......C METER 
ABOVE ....R VOCAL...O MODAL.,.A CORAL,...B 
TRILL 4.0.0 ENTRY.....¥ SPOIL....E MUSIC......H 


CLUE: games! 


I The Uitimate 


B Gaming Rig!! 0 _ 


es 


Ries 


130 watt receiver w/ Dolby Pro — Surround Sound, Infinity speakers, 


subwoofer, CD player, raphic EQ, dual cassette and Hi-Fi VCR. This rig will blow 
you away (literally!)!! You Il not only see but feel it too! 


Fill in the Mystery Word Grid with words qoing across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.50 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 47% will have the 
highest score possible score to Phase I, 30% to Phase Il, 25% to Phase Ill, and 
20% to Phase IV. The tie-breaker determines the winner. If players are still tied 
they will each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTREE FEE: 


|_] ($3.00) Video Game Contest 
(_] ($3.00) Media Rig Contest 
[] ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


HV ONY dildo 


State Zi 


RT SEND CASH, M.O., OR CHECK TO: 
PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY JUNE 5, 1993 « ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, 
deiayed or stolen mail. Merchandise names and models are trademarks of their respective companies who have no 
affiliation with this contest. © 1993 Pandemonium, inc. 
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got up and spoke 
about the relation- 
ship as well as the 
future of 3DO. 
Meanwhile, 
back at the 3DO 
booth, a prototype 
of the hardware 
and various demos 
were being shown, 
including some 


want to come 
back for the 
new interface, 
as well as the 
extensive town 
and wilderness 
scenes in Myth 
Drannor. 
Microcosm 
(Psygnosis). In 
development 


shots of Jurasste Eye of the Beholder Ill: Assault on Myth Drannor, for over three 
Park, a game based by SS! years, this jour- 


on the upcoming ney into the human body is finally nearing completion. Players 
Steven Spielberg travel through a stunning Silicon Graphics environment to remove 
movie of Michael the Grey-M device from | 
Crichtons book. the brain of the presi- 
Also shown,a game dent of the world’s most 
that involved plac- powerful corporation. 
ing spots on a 3-D Microcosm’ s 
cube, which re- anatomy is so detailed 
minded us of a_ that a special Health 
computerized Media Sciences version 
Rubik’s Cube, anda __is being developed. Mi- 
flight demo utiliz- crocosm will also fea- 
ing stereoscopic ture a soundtrack by 
LCD shutter glasses Yes keyboardist Rick 
that created true Wakeman. 

3-D visuals for the Prince of Persia Il, The Shadow & The Flame (Broderbund). 
viewer. The 3DO___In 1992, this classic game by Jordan Mechner (who also designed 
machine, dubbed 


Psygnosis’ Microcosm for the IBM PC 


the * “300 Interactive poniceuel was also 


Would et this cash cow ”y Folin time 
“to completely reprogram the engiimes Sor hes | 
created a game that’s easier to use, MORE cin- a 
ematic and far bigger than its predecesS@ESs = 
Those disappointed with Beholder II might us (igs ne 


PUBLIC NOTICE: THE LOST VIKINGS MUST BE FOUND. 


Vikings Erik the Swift”, Olaf the Stout™ 

and Baleog the Fierce” have been 

captured by aliens, and now only you can 

get them home. Visit your local retailer 

to find “The Lost Vikings™”. Interplay Productions, Inc. 


: ° 17922 Fitch Ave., Irvine, CA 92714 
Hurry. We’re counting on you. Ser 


©1992 Interplay Productions, Inc. and Silicon & Synapse. All rights reserved. All titles are tradmarks of their respective owners. 
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the bestseller Kara- 
teka) made the 
rounds: It ap- 
peared on the Mac, 
s€ga CD, SNES 
and 1G-CD/Turbo 
Duo. How do you 
that? Easy, 
come up with a se- 
quel, which is due 
out in May. The 
again 


top 


prince 1s 
forced to do battle 
with Jaffar—who 
amazingly survived 
the prince’s sword- 
play in the lirst 
and his 
15 flu- 
idly animated lev- 
els and in a variety 
of several 


episode 
forces over 


loca- 


tions, Such as in- 
side the palace and 
on a Stark island. 


Prince of Persia Il, The Shadow & The Flame 


Return of the Phan- 
tom (MicroProse). 
Following the success 
of Rex Nebular, Micro- 
Prose.meleases its next 
graphic adventure, Re- 
turn of the Phantom. A a bl paces 
The player assumes ees Ss 
the role of Roaul Mon- e 
(andy a modern persusen the’ accident ‘snd 
Parisian police detec- 


the young ingenue Christine... | 
tive who travels back 


: Return of the Phantom 
to 1881 to find his 


girlfriend, Christine. The Phantom of the Opera has stashed her 
deep within his lair, and Roaul must avoid all of his traps 
throughout this 3-D rotoscoped journey, which proves Micro- 
Prose knows more than flight simulators. 


Star Wars 3-D: 
Rebel Assault (Lu- 
casArts). CD-ROM ver- 
sions of PC flight simu- 
lators are running 
rampant, but the extra 
voices, missions and 
cinematics rarely jus- 
tify buying a$500 CD- 
ROM player. A®%ebance 
to play Star Wars 3-D: 
Rebel Assault makes it 
much more tempting, 


Star Wars 3-D: Rebel Assault 


thanks to its 15 visually impressive levels. Whether one favors 


the icy mountain ranges of Hoth, Tatooine’s harsh deserts or 
the Death Star’s trenches, Rebel Assault is the game for any ded- 
icated LucasFreak. 


Stonekeep (Interplay). The company that made role playing 
playable with The Bard’s Tale introduces full-screen graphics in a 
fantasy role-playing game with Stonekeep. Sent by the goddess 
Thera to defeat the Shadow King, players explore the different 
lands the evil lord has pulled deep into the ground. As if the graph- 
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ics and speed werent 
enough, Stonekeep 
be con- 
trolled by a unique 
interface—a flying 


can aso 


mouse controller. 

Strike Comman- 
der (Origin). After 
several CESes with 
very little to show 
on Strike Comman- 
der, Origin ran a 
quality demo this 
show. The game felt 
like a movie—in 
which you lead a 
band. of mercenary 
pilots—but by far 
the most interesting 
feature was the 
flight simulation 
and the ground de- 
tail. It's as if you're 
actually looking 
through the plane 
windows at the 
Earth below. 


Where in Space Paul Neurath of LookingGlass 


. A : a 7 ae Technologies, poses for a proud 
g ‘ ro t: 
© § Mas py moment with the VG&CE 1992 


Computer Game of the Year award for 


its Ultima Underworld: The Stygian 


this 
incredibly popular 
cdutainment series 
takes you into the 
cold, dark recesses of outer space to nak Carmen and her crime 
club of V.1.L.E.-affiliated aliens. The Carmen Space experience is 
aided by digitized images provided by NASA and JPL (Jet 
Propulsion Labs) and offers a vast database of facts that you can 
search through “on-line.” This new Carmen game, the eighth in 
the series which started in 1985, should make its appearance in 
late April. 


quel Oo 


Abyss, released by Origin Systems. 


PC AGRESSORIES 


Gravis Ultrasound 3D (Advanced Gravis). Advanced Gravis 
demonstrated its Ultrasound 3D, which produces sound in three 
dimensions. The technology can place sounds anywhere around the 
user in any location. A possible use might be in a flight simulator, 
where the sounds from a plane could move from one location to 
another as it flies by. The oe can be pauces with headphones 
or with speakers. 

Advanced Gravis is also looking at the idea of putting a position 
sensor on a pair of headphones so that w hen the user moves his or 
her headgthe sound moves accordingly. 

SoundMan 16 (Logitech). Logitech, long known as a manufac- 
turer of qttality PC mice and scanners, has announced the release 


of the feature-filled, 16-bit SoundMan 16 sound board, which 
should be in stores as you read this. SoundMan 16 offers Sound- 
Blaster 1.5 and AdLib compatibility, wp to 44 KHz (CD quality) 
sampling, 20-voice MIDI (Musical Instrument Digital Interface) 
support, 16-bit record and playback, stereo in and out jacks, a mi- 
crophone jack and, best of all, an automatic setup process that 


makes for easy installation. The package will carry a suggested re- 


tail price of $289. pA 
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= 
a 
AUARTERBACK, 


UCENSED BY SEGA ENTERPRISES LTD. 
FOR PLAY ON THE SEGA™ GENESIS™ SYSTEM. 


a 


Ta 


SHIFT I 
SHURI Curt 


Pro Quarterback ©1992 Tradewest, Inc. Licensed to Tradewest by The Leland Nintendo, Super Nintendo Entertainment System and the official seals are registered Sega and Genesis are 
trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. trademarks of Sega 


Corporation. Pro Quarterback Is a trademark of P&P Mktg, Inc. 
Enterprises Ltd. 


2400 South Highway 75, Corsicana, Texas 75110 903-874-2683 
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There’s nothing that video-game players such as 
ourselves love to do more than reminisce about the systems, games 
and peripherals of years past. Zach, for example, gets warm and tingly at the mention of 
Yar’s Revenge (remember that one?). In any case, we were sitting around one day, doing that 
reminiscing thing, and we started talking about game systems we'd heard a lot about, but never seen. 
Systems that were supposed to be miles beyond what had come before. Systems that, in some cases, were never released. 


Later on, we discussed the rumors surrounding the origin of two Sega CD games, Night Trap and Sewer Shark. Most everyone 
believed that these games had originally been developed for the RDI Halcyon, a laser-disc system from 1984, but we learned 


that wasn’t the case, and so this article was born. We originally intended to write only about the Halcyon/Sega CD 
nonconnection, but expanded the scope of the piece to include a few of the systems we’d been reminiscing 
about earlier. It made for more interesting reading and more interesting research; plus, we got paid 
more money. So kick back, relax and think happy thoughts as we learn the true story 
behind Night Trap and Sewer Shark and take a /ook at four 


GCE Vectrex 


In late 1982, General Consumer 
Electronics, a division of Milton 
Bradley, released the Vectrex stand- 
alone game system. While the timing 
couldn’t have been worse—1983 was 
a year when video-game sales hit an 
all-time low—the system couldn't 
have been better. 

The Vectrex’s coolest feature 
was its nine-inch vector-graphics 
monitor. Many coin-op classics use 
vector graphics: Asteroids, Battle- 
zone, Omega Race, Star Wars and 
Tempest, among others. The Vec- 
trex monitor was black and 
white, but GCE’s game design- 
ers got around that problem 
by supplying colored plastic 
overlays with each game. The 
overlays attached to the Vec- 
trex via special grooves lo- 
cated on the top and bottom of 
the monitor. 

Vectrex’s controller was a 
sensitive yet sturdy device, with 
a miniature joystick on the left 
side of the controller and 
four buttons to its right. 
The overlay for each car- 
tridge also listed the 
functions of the buttons 
for that particular game. 
When not in use, the 
controller fit snugly in- 
side a storage compart- 
ment just below the 
screen. 

There were more than 
a dozen games released 
for the Vectrex, among them 
coin-op conversions (Armor At- 
tack, Berzerk, Scramble, Space 
Wars, Star Castle, Star Trek), origi- 
nal titles (Blitz, Clean Sweep, Hyper- 


systems that were ahead of their time. 


chase, Rip-Off, Solar Quest), a game 
with amazing-at-the-time digitized 
speech (Spike) and an Asteroids 
clone built directly into the system 
(MineStorm). 
Several Vec- 
trex peripher- 
als were adver- 
tised, but never 
released: the 
Vectrex 3-D Im- 
ager, a set of 
glasses. that 
promised 
“Real 3-D...In 


A victim of the times, GCE’s Vectrex 
was released just before the video- 
game market crashed in 1983. 
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Color!” and the Vectrex Light P 
touted as “A Unique Learning Tool!” 
The cause of Vectrex’s death was, — 


as mentioned previously, mostly a _ 
case of bad timing, and some- 


gamers were simply turned off by 
the vector graphics. Yet the system | 
has a huge cult following, and 
VG&CE’s own Mike Davila reports 
that the Vectrex in his office sees 
plenty of use. 

The Vectrex had the largest distri- 
bution of the systems in this article, 
but, even so, it’s notoriously hard to 
find. Your best bet for locating one is 
to hit as many garage sales as hu- 
manly possible; we know more than 
a few lucky people who have found 
a Vectrex this way. Good luck— 
you'll need it! 


RDI Halcyon 

Don Bluth did not have a banner 
year in 1982. The Secret of NIMH, 
the first animated film released by 
Don Bluth Productions, bombed at 
the box office, and Bluth had fears 
that his company was headed for 
bankruptcy. Then he was ap- 
proached by Rick Dyer of Advanced 
Microcomputer Systems, who said, 
according to Bluth: “| saw The Se- 
cret of NIMH. How would you like to 
animate the first laser-disc game?” 
Six months and $1.3 million later, 
Dragon's Lair was completed, and it 
received an astounding amount of 
publicity and interest after its re- 
lease by Cinematronics in the sum- 
mer of 1983. Laser-disc games were 
quickly proclaimed as the wave of 
the future and the savior of the sag- 
ging coin-op industry. 

Over the next year, however, 
laser-disc games went from boom to 
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Unfortunately, the avant-garde of 
electronics buyers were the only 
ones who could afford the Halcyon’'s 
hefty $2,000 price tag. 


Walco Yorn 


NFb 


ce 


: “sapare by two factors. The laser- 
age players of that era were con- 
_ stantly breaking down, unable to 

__ stand up to the rigors of the arcade 
environment, and practically all of 
_ the laser-disc titles after Dragon’s 


: that turned players off. a 
ty as du luring the decline and fall 


is, lost. Fe Sloe as 
was, voice recognition. ‘The user 
: crea hese save ie to five 


Bet, dabuees to 
nately, the action 
and animation were 
definitely not up to 
the standards of 
_ Lair were « erivative, boring ¢ Games A 


game released for the Halcyon was 


his new compar Ly, RDI Wide ae 
ter 5 “introduced the ene, at — 


_ sci-fi game in a post- apocalyptic fu- 


es "mythology: Voyage to the New 


wit ghosts and ghouls. — 


/ tailed for over $2,000 (several eS 


choices was dis- 
Diayed. Untortu- 


Dragon's Lair. 
The only other 


consumers who 
bass its sho de 


Raiders vs. Chargers, which used 
three seasons’ worth of NFL Films’ 
footage and combined it with laugh- 
ay simplistic game play. : 

Included on the Thayer's Quest 
‘ise were several demos of planned — 
Halcyon titles, none of which were 
released. ‘Shadow of the Starswasa_ ga 


_ ture; Orpheus was based on Greek o 


World was a politically incorrect ex- 
~ ploration game; and The Spirit of — 
_ the Whittier Mansion had a newly- — 
wed couple. spending. its honey- 
-moon in a haunted mansion filled ee 


The Halcyon’ S cause of death was 
a severe case of Overpricing: It re- _ 


red d pont less for a version toes 


CD-ROM games and game Car- 
tridges. Will the LaserActive find 
success where the Halcyon failed? 
Stay tuned. 


Tom Zito was a man with a plan 
to develop the ultimate game sys- 
tem, and only a single, unforeseen 
circumstance prevented his plan 
from becoming reality. The system 
was code-named Nemo, conceived 
by Zito and developed at Axion, 
which Zito formed with Nolan Bush- 
nell in 1984. 

Nemo interfaced between a tele- 
vision set and a VCR, because it 
used videotapes, not cartridges or 
disks, as its storage medium. All of 
the program code was contained on 
a standard VHS tape. Zito developed 
a patented compression routine 
called InstaSwitch that allowed him 
to cram five full-motion video tracks 
and 16 digital audio tracks onto the 
Same tape, and switch between 
them instantaneously. The audio 
and video quality wasn’t compro- 
mised in any way; Nemo tapes 
looked and sounded just like normal 
videotapes. 

In early 1986, Zito approached 
the toy company Hasbro, propos- 
ing that Axlon develop Nemo’s 
hardware and software, with Has- 
bro doing the manufacturing and 
marketing. Hasbro tentatively 
agreed. When a working prototype 
was shown to Hasbro execs in De- 
cember 1986, they were so im- 
pressed that they asked Zito to 
form a separate company that 
would concentrate solely on the 
system. Thus was born lIsix, 
founded in January 1987. 

At this time, Hasbro started refer- 
ring to Nemo with its own internal 
code name, Hologram, chosen for 
two reasons: Hasbro was working 
on toys with embedded holograms 
at the time, and it was hoped that 
the code name would confuse com- 
petitors into believing that Nemo 
could generate holograms. The ac- 
- tual name of the unit was Control- 
_ Vision; this was the name printed on 
S the prototype u units and the monike 


GAMES BEHIND THE SCENES: 
CAN You NAME THESE 
GAME SYSTEMS? 


nlike the rare machines 


described in the accompany- 


ing article, the video- 
game systems shown here 
sold millions in this coun- yy 
try—albeit in slightly different 
forms. Can you identify them? 
The Sega machine is called the SG-1000. 
Released in Japan in 1983, it was later redesigned 
and introduced in America and Europe as the Sega Mas- 
ter System. Very few SG-1000 machines have been seen in this coun- 
try; in fact, the system shown here is the personal property of a Sega 
executive who keeps it under lock and key in his office in Redwood 
City, California. Still packaged in its original box (with peripherals 
and instruction manuals intact), the machine was recently shipped to 
San Mateo for a one-day photo shoot for Sega Visions magazine, 
who kindly provided us with this one-of-a-kind picture. 
The system shown below can be recognized by 


its distinctive color scheme. Believe it or not, 


| this is the Nintendo Entertainment System, as 
es 7 seen in Chicago at the 1985 Summer Consumer Elec- 
tronics Show. For reasons unknown, the exterior con- 

sole was completely redesigned before it hit the shelves in 

September of that year. 

Trivia buffs take note: The original NES control pads had 
square buttons and plugged into the front of the machine with 
telephone connectors! The “light gun” (left) was also noticeably 
different, and it’s interesting to note that the cartridges were origi- 
nally intended to be the same size and shape as cartridges for Nin- 
tendo’s Famicom (the Japanese version of the NES, released in 
1983). This all changed with the redesign of the system, and Nin- 
tendo eventually settled on the squarish, gray 


Game Paks that can currently be found 
in approximately one out 


of every four American 


households. 


—Chris Bieniek =~ 


into Nemo. Roughly half a dozen 
games went into production, includ- 
ing the two that have caused so 
much rumor and confusion among 
gamers, Night Trap and Sewer 
Shark. Both projects were massively 
expensive by video-game standards: 
Night Trap was a three-week shoot 
with a price tag of $1.5 million, while 
Sewer Shark took several months to 
create at a cost of $3 million. (Zito at- 
tributes Sewer Shark’s high cost to 
its special effects.) Other projects in 
the works included an unnamed 
football game to feature John Mad- 
den and Police Academy: Out of 
Control, based on the slapstick- 
heavy Police Academy movies. 

In October 1988, with the intro- 
duction of Nemo just around the 
corner (the first units were 
planned to ship in early 1989), the 
project was abandoned by Hasbro 
for marketing reasons. The high 
cost of dynamic RAM (DRAM) at 
the time would have made it im- 
possible for the system to retail for 
less than $300, and no one in- 
volved felt that Nemo could suc- 
ceed at such a high price. 

Unfazed by the death of Nemo, 
Zito formed yet another company, 
Digital Pictures, in early 1991. He 
continued to develop games with 
his InstaSwitch technology, which 
could be applied to practically any 
storage medium, including compact 
- discs. Enter Sega, which wanted hot 
games for the U.S. introduction of 
the Sega CD. Digital Pictures ap- 
proached Sega in December 1991 
with its Nemo titles and was very 
warmly received, leading to the res- 
urrection of Night Trap and Sewer 
Shark as Sega CD titles. (While Al 
_ Nilsen, Sega’s group market- 

_ Ing director, had previ- 
ously worked at Isix, 
he had little involve- 
~ment with the actual 
deal between Digital 
Pictures and Sega.) 
Zito was under- 
standably coy when 
asked about Digital 
_ Pictures’ current pro- 
_ jects, but acknowl- 
edged it will continue 
to develop Sega CD 
_ games. Its next title is 
Citizen X, which, like ~ 
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Night Trap and Sewer Shark, was 
originally developed for Nemo. Citi- 
zen X was scheduled to be released 
by Sega in early 1993. 

Nemo may have suffered a painful 
death, but the man behind it lives on, 
and has already given us two of the 
best CD games ever. Here’s hoping 
that Tom Zito and Digital Pictures 
continue to provide gamers with 
groundbreaking entertainment. 


Konix Multi-System 

At a British toy fair in January 
1989, a prototype game system was 
shown by a company best known for 
its Speedking joystick (released in the 
U.S. as the Epyx 500XJ). The Konix 
Multi-System received lavish praise 
from the European media for its pow- 
erful hardware specs and wide range 
of imaginative controllers. 

While Konix never provided exact 
details on the Multi-System hard- 
ware, it boasted of its 32-bit copro- 
cessor, stereo sound and detailed 
graphics (up to 4,096 colors at once 
could be displayed). Konix was much 
more forthcoming in providing de- 
tails on the Multi-System peripherals. 

The peripherals to be included 
with the Multi-System were a Control 
Unit that could be con- 
figured into a steering 
wheel, airplane yoke or 
motorcycle handlebars; 
a Dual Foot Control Pedal 
for use with the steer- 
ing wheel; a 3%-inch , 
disk drive for loading 
disk-based software 
and for saving games 
onto floppy disks; and 
a joystick similar to the 
Speed- 
king. 


Peripherals for the 
Konix Multi-System. 


Other Multi-System peripherals 
were even more impressive. The 
Power Chair used hydraulics to pro- 
vide a sensation of movement with 
flight sims and driving games. The 
Helicopter Stick was just that, a con- 
troller meant for helicopter simula- 
tions. The Light Gun had an un- 
canny resemblance to Sega's 
Menacer; various clip-ons allowed 
the user to convert the Light Gun 
from a pistol to a rifle. 

Konix planned to officially launch 
the Multi-System at a computer show 
in September 1989, but something 
very bad happened in the months be- 
fore the show: Konix simply ran out 
of money. The much-publicized intro- 
duction was nothing more than a few 
preproduction Multi-Systems and the 
same prototype Power Chair shown 
in January. None of the British game 
magazines published the news of 
Konix’s financial straits, in fear that 
breaking the story might cause the 
company to collapse. 

Over the past few years, several 
investors have pumped funds into 
Konix’s coffers (the most recent 
being, according to a bizarre and un- 
confirmed rumor, the Chinese gov- 
ernment), but, as of this writing, the 


Konix 
Multi-System is still 
dead. That's more 
than a little ironic when : 
you consider the slogan 

Konix used to promote it: 
“Experience the Reality.” — 


‘ 


Thanks to the follow- 
ing people for their help 
in researching this article: 
Chris Bieniek, Jon Correll, 
David Crane, Mike Davila, 
Andy Eddy, Jodi Privette 
Flynn, Victor lreland, Mike 
Knauer, Jim Simmons, 
Greg Streeter and Tom 
Zito. Special thanks to 
Tom Fernandez for the 
use of his Halcyon system 


and magazine archives. 
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Signs that you're on 
the road to fun! 


You don't need 
to pass a 
driving test to 
know that 
these signs 
mean fun! 
Look for these 
exciting racing 
games ata 
retailer near 
you today! we =~ 
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rom the glitz and glamour of 
Beverly Hills to the frozen heart 
of a Chicago winter to the neon 
nights of Las Vegas, this month's 
portable games have followed me 
across the country and back. It’s all for 
the benefit of you, the reader; if you'll 
sit back and indulge me for a few 
pages, I'll give you the inside scoop 
on the latest releases for your Game 
- Boy, Game Gear and Lynx. 

_ Hope your batteries are charged 
up, ‘Cause here we go.... 


Kid Dracula 


KONAMI 
For the Nintendo Game Boy 
[N7#) 


_ SouNmUSIC | 3 4 5 6 


GRAPHICS 


| 1 2 3.45 6 7 91 
PLAYABILITY o 234567 8E810 
“OVERALL 


11234567 8 EB10 


a oS reputable designer can come up 


: is a cool game for powerful systems 


like the Super NES or Genesis, but 


developing great software for the com- 
paratively primitive Game Boy takes 


BY 
CuHrRis BIENIEK 


true talent. Like actors in the days of the 
silent movies—who relied on bright 
makeup and exaggerated movements 
and expressions to communicate effec- 
tively—Game Boy designers must do 
the best they can with the limited range 
of tools at hand. 

Simplicity and great playability are 
the keys to any successful Game Boy 
title, and the engaging Kid Dracula 
demonstrates Konami's mastery of this 
underappreciated art form. What looks 
like a toned-down Castlevania for the 
preteen Set is actually an irresistible trek 


OH WELL: NEVER 
MIND. THIS TIME 
I’ tt THRASH HIM 


with different backgro! nds : ind ava 


action. 


through eight levels of pod. cartoon 


The blond- haired Kid Dracula i is one i 4 
of the most charismatic video- -game — a 

characters I've seen allyear.He runs, 
jumps, walks across ceilings, and flings i : 
bats at his enemies—not do mention 
being able to sprout bat wings and iy 
for five seconds atatime.|lovethe way _—s_ 


he exits each screen by swirling, his” 
cape in front of his chest, beaming a0 


| sharp-toothed | grin that’s wide enough 
fo turn his eyes all squinty. 


The graphics are very meh 2 draw 


sound effects throughout. Entertaining 
intermissions, five different subgames 
and a variety of special power-ups guar- 
antee that your quest to defeat the evil 
lizard Garamoth will be a memorable 
one. Well, the “Robotics Factory Zone” 
may not be as charmingly eerie as some 
of the game’s more atmospheric levels, 
but, by that time, you'll probably be 
having too much fun to notice. 

With unlimited continues and a four- 
digit password scheme, Kid Dracula 
may be easier to beat than most Game 
Boy titles—but I'll take “fun” over “chal- 
lenge” any day. Besides, it’s just as 
enjoyable the second time through. 

Konami Inc. 

900 Deerfield Parkway 

Buffalo Grove, IL 60089-4510 

(708) 215-5100 


Spider-Man—Return 


of the Sinister Six 
FLYING EDGE 


For the Sega Game Gear 
($39.95) 


SOUND/MUSIC 
123 4 5 6F 
123 45 6% 
112345 6) 


GRAPHICS 
PLAYABILITY 


OVERALL 


Developed by BITS in the U.K., this 
Game Gear jump-and-puncher is a near- 
perfect duplicate of the NES Sinister Six 
game that Acclaim released just a few 
months ago. A side-scrolling action con- 
test, it sends your friendly neighbor- 
hood Spider-Man through a half-dozen 
(fairly long) scenarios to do battle 
against such classic Marvel Comics vil- 
lains as Electro, Doctor Octopus and 
Mysterio. 

With one of the most visually strik- 
ing costumes ever created for a comic- 
book superhero, Spider-Man deserves 
to be seen in vivid color, and the fluid, 
high-speed animation of the web- 
slinger in Spider-Man—Return of the 
Sinister Six does the character justice. 
The “running” and “somersaulting” 
bits are superbly animated, though 
something weird happens whenever 
Spidey turns his back to the viewer to 
cling to a wall or lamppost. Where the 


SAA OTIARN 
REPFPEREAS 
HZWZTH 

- FIST CF 


NES version gave the wall-crawler the 
appearance of an arachnid Cabbage 
Patch Kid during these sequences, the 
Game Gear animation makes it look like 
he’s kicking with both feet at the same 
time when moving up or down, or per- 
forming a bizarre vaudeville two-step 
when moving sideways. 

Also, what’s the deal with the 
screwed-up aspect ratio of these multi- 
system games? The curiously flattened 
look of this game’s title and intermission 


screens might be understandable if they § 


had been done with the correct propor- 


tions in an earlier version of Sinister Six } 


ceed in spite of its flaws. If it’s not per- 
fect, at least it’s better than the cruelly 
hard-to-see and awkwardly animated 
The Amazing Spider-Man 2 that was 
programmed by BITS for the Game Boy 
(and recently released by Acclaim). For 
my money, the best portable Spider- 
Man game is still Acclaim’s original 
Game Boy version, now three years old 
and still a killer contest for gamers on 
the go. 

Flying Edge, A Division of Acclaim 

Entertainment Inc. 

71 Audrey Ave. 

Oyster Bay, NY 11711 

(516) 624-8888 


Pit-Fighter 
ATARI 
For the Atari Lynx ($49.99) 


SOUND/MUSIC a? 2 2s Ge 6 
GRAPHICS a 2 3 4 SG. 6 
acu 
ve NS 


In VG&CE’s annual awards issue 
(February 1993), our editors described 
Pit-Fighter as “the game that should 
have never left the arcades.” That sum- 
mation seemed appropriate; the Super 


on a different game system, then ported VERS: 


over—but the NES game looked like this [™ 


too. Can somebody at Acclaim keep an 
eye out for this stuff? Heck, even the 
Sega logo looks like E. Honda sat on it. 
Happily, the stylish look and snappy 
soundtrack of Spider-Wan—Return of 


the Sinister Six help the game to suc- lf 
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NES and PC versions of the game had 
both been recognized in the top five 
_ “Worst Games of 1992.” Tengen’s Pit- 
Fighter for the Genesis was the first 
interpretation of the popular coin-op 
to hit home systems, and, to date, no 
one has been able to explain why it’s 
the only playable version available for 
the home. | | 
Naturally, a lot of people have been 
anxiously awaiting the Lynx version of 
Pit-Fighter. The company’s close ties to 


Tengen/Atari Games seemed to guarar= 


tee a faithful translation, and the recent 


news that it would be the first four- 
megabit Lynx title only added to the 
exciemen | 
So what's the verdict? Well, | like it 
better than the Super NES version, a 
statement that is a lot like saying that I'd 
prefer to be burned at the stake rather 
than sent to the guillotine (because, as 
any Three Stooges fan knows, “a hot 


stake is better than a cold chop”). It’s 
definitely the lesser of two evils—or 


three or four evils in the case of this 
unfairly maligned game. 

I'm sorry, but accurate reproduction 
of the digitized character data is not 
enough to make a good version of Pit- 
Fighter. The characters’ movements 
alternate between slow and awkward 
(lying down in midair before hitting the 
ground?) and fast and jerky (taking 20 
steps to move two feet forward?). The 
fighters do “scale” nicely as they move 
in and out of the playfield; unfortu- 
nately, the control response is as mini- 
mal as the two-frame animation of the 
background spectators. 

With sticky game play, drab colors, a 
crowded screen display and a blunt 


- soundtrack that makes it hard to distin- 


guish sound effects from percussion, 


. Pit-Fighter is an overly ambitious game 


that really looks rushed. The most glar- 


ing example of this is the “continue”. 
countdown, which encourages players 


to “Hit START” to continue a losing 


TRULS LLG VLE Lt 
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game. The Lynx doesn’t have a START 
button, duh! “Hit A or B” is what they 
intended to say. 

| was expecting great things from 
this game; unfortunately, it just doesn’t 
deliver the goods. A curious effort for 
hard-core Pit-Fighter fans only. 

Atari Corporation 

1196 Borregas Ave. 

Sunnyvale, CA 94089 

(408) 745-2000 


F-15 Strike Eagle 


MICROPROSE 
For the Nintendo Game Boy 
($29.95) 


SOUND/MUSIC [i [aac ee | 8 9 10 


GRAPHICS 123 4 5 6 8 9 10 
PLAYABILITY 1234567 9 10 
OVERALL 23 ss 8 9 10 


With the incredibly powerful technol- 
ogy available in the personal-computer 
industry of the ‘90s, flight simulators 
have established a deep niche in the 
computer market. So why is everybody 
rushing to bring out flight simulators for 
the black-and-white, battery-powered 
Game Boy? The only answer | can offer 
is that they can be surprisingly fun to 
play, as evidenced by last year’s award- 
winning Turn & Burn from Absolute. 

Of course, MicroProse knows better 
than to try to cram a full-featured, 
“pure” simulator into a tiny Game Boy 


Acclaim® & Flying Edge™ is a trademark of Acclaim Entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All Rights Reserved. 


< 


we 


cartridge, and its new F-15 Strike Eagle 
doesn’t waste too much time trying to 
prove itself in the areas of realism and 
technical specifications. It’s a combat 
flight simulator that emphasizes shoot- 
ing action, but still maintains a foothold 
in the physics of real-life dogfighting. 
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"RAT BASHING’S 
GONE PORTABLE! 


UN Hluse Gangway, man! Rats have invaded Krusty’s Fun 
ee / House! But now you can Krusterize the filthy 
vermin anywhere, anytime with the craziest 
in Simpsons™ portable gaming! 60 levels, 
guest appearances by Bart, and rat bashing 
action as cool as Krusty! 
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Developed for MicroProse by NMS 
Software Ltd. (previously responsible 
for StarHawk, Accolade’s Game Boy 
shoot-’em-up), F-15 Strike Eagle sports 
sharp graphics and a functional sound- 
track that carry the player through seven 
different dogfight/bombing-run mis- 
sions, each of which can be tackled at 
three different levels of difficulty. The 
game’s difficulty curve is as smooth as 
silk, hooking the casual player with a 
“milk run” over the fictitious Mesnia 
and gradually turning up the intensity as 
you get closer to the final battle over 
Ismailia. A password system gives you 


FLYING 
EDGE 


A Division of Acclaim Entertainment, inc 


| $20.00 Bonus a CW 
Feces at ee “wG@> , access to the more difficult missions the world’s finest hotels. By the time 
coupon must be included with your cartridges. Not : ; 


valid on previous buy backs or with any other offers. 
No copies accepted. Limit 1 coupon per package 
Cartridges must be received by April 30, 1993 


Turn your 
cartridges into 


after you've conquered the earlier ones. 

Thankfully, the details of your 
fighter’s control panel are surprisingly 
easy to see on the small screen. Many 
of the game’s graphic elements are 


you read these words, I'll be on the go 
again, tasting Hawaii's finest waves with 
my fellow Bomberman champions and 
one of the industry’s premier marketing 
babes. But you can be sure that I'll have 
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Send your Cartridges to: 


Send $1.00 for complete Buy / Sell Price List 


es must include box, inserts, 
y included. We reserve the right 


BRE Software 


Dept. VG4 
352 W. Bedford, Suite 104 


Fresno, CA 93711 
CIRCLE #135 ON READER SERVICE CARD. 


VideoGames 


& Computer Entertainment 
PO. Box 16927 
N. HOLLYwoop, CA 91615 


818-760-8983 


72 * APRIL 1993 VipEoGAmES & Computer ENTERTAINMENT 


So don't just groan at all those old horse-opera clichés. 
Be one. Strap on your spurs for a saga that skewers every 
Western under the sun. Mosey on down to your software store 
and ask for Freddy Pharkas, Frontier Pharmacist, 

And smile when you say that. 


=} SIERRA 


See your local retailer or call 1-800-326-6654. 


In the Old West, you couldn't tell the bad guys from the 
good guys by how ugly they were (you had to rely on the color 
of their hats). But in Freddy Pharkas, Frontier Pharmaast, even a 
scrawny, sissified, one-eared Pharmacist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a yarn of school- 
marms and chorus girls with hearts o’gold, cowboys and Indians, 
and varmints and heroes. It’s the brand-new, age-old tale of : og 

Freddy Pharkas, a gunslinger who gave it all up for his love of << @ paRRas) O 
pharmacology. Together with his faithful Indian companion, eS SB } ERO - 
Srini Bagdnish, Freddy sets out to save bucolic, boring oA = 
Coarsegold from a fate worse than Hollywood adaptation. LAR AE ef 


” 


CIRCLE #140 ON READER SERVICE CARD. 
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aba: company 
had received 
(and pub- 
lished) letters 


sentatives of 
| both Enix of 
America and 
SNK Corp. 
= | Yes, game 
niga diane do read the fanzines! 
Though it’s mostly a plain text, two- 
column photocopy, The Video Game 
Revolution makes an impression 
mostly with attitude. Not only do the 
writers slam Nintendo for “bringing 
gut a lot of dumb, kiddy games” and 
os NEC for its “wimpy HuCards,” they 
even take shots at readers’ letters (one 
letter-writer was told to “use a spell- 
checker!”). Cockiness makes for enter- 
taining reading, but zingers like these 
are bound to draw attention to the edi- 
ao tors’ own mistakes, such as the occa- 
sional misspellings of game titles and 
company names. | 
The best of all of this fanzine’s fea- 
tures is the Reviews section, which of- 
fers the opinions of two different re- 
viewers on each of more than ten 
games for most of the major systems. 
With the ability to comment on each 
other’s opinions, the Siskel & Ebert- 
style give-and-take between the two 
writers allows the reader to get a fair 
idea of what each game is really like. 
The Video Game Revolution has lots 
of room to grow, but it seems to be off 
to a good start. 


The 2600 Connection 
$1.50—Bimonthly 
Tim Duarte, Editor 
P.O. Box 3993 
Westport, MA 02790 


Like Classic Systems & Games 
_ Monthly, Tim Duarte’s The 2600 Connec- 
tion focuses on vintage cartridge 
games, but the focus is even sharper 
because it’s aimed at only one game 
system, Atari’s groundbreaking Video 
_ Computer System (a/k/a the 2600). A 
_ professional-looking, eight- page ‘zine, 


ee the “first wave” of home video gaming. | 
The information presented in. The 
) 2600 Connection is as timeless as it is. 


ViveoGames: & Computer ‘Enstas 


A Cs a eS 


== i-gam me e “historia an” mw 


___ it's another essential read for veterans of 


_ masthead and | Oc ~ 


rAINMENT oe 


_ know more about the a Shee afaes 


puny than most. t pros zine > writers ae Sri i: 


: ‘this ‘outrageous eS Ars ‘addition: eee 


your own sdiilie. ihe onload nia 
schematics and a complete parts/price 
list, and | love the occasional tips on 


_ “frying” the 2600 (a little- known tech- 
from repre- Secon eas 


nique that in- | 
volves rapidly | 
toggling the Ma- | gums 
chine’s On/Off | — 
switch to pro- | 
duce strange ef- | 
fects in certain | 
games). == 

The article that | == 
really blew me |- 
away, though, 
was Perry's inter- | 
view with Warren | 
Robinett, former | = 
Atari program- | =~s==— 
mer and creator | :~=---=: 
of the very first L“ 


video-game Easter egg. Robinett’ S de- 


tailed description of the origin of the 
Easter egg (coupled with a wonderful 
sidebar describing one gamer’s discov- 
ery of the egg) makes for fascinating 
reading—it’s the kind of article that 
should be appearing right here in the 
pages of VG&CE. Tim, can you please 
make sure that we don’t miss another 
issue of your ‘zine? 


Neo World 
No price 
Nicholas Gonzales, Editor 
P.O. Box 40179 
Long Beach, CA 90804 


If it's true that the average fanzine 
is a labor of love, then Neo*World is 
obviously a labor of lust. Editor 
Nicholas Gonzales is a rabid Neo*Geo 
fanatic who refuses 
to discuss how he’s 
able to finance a 20- 
page bound ‘zine on 
thick, colored paper, 
including one page 
of full-color screen 
shots. | guess if you 
can afford the Neos 
Geo, you must have 
a bit of cash to 
throw around, eh, 
‘Nicholas? se 


prea fae ees AW \ 4 Leer" 


vaguely anonymous ~ WA wey 


reviews, news _ and farfetched rumors, _ 


there’s also an amusing Dear SNK col- | 
umn (“Dear SNK: Please Make Ghost 


-pro- NeoGeo bias doesn’t 
mean that the software is” 
| treated with kid gloves; a. 
| two-page spread in issue #2 
details “what went wrong” 

| with Last Resort. : 
Though there’s way too 
/ much filler in this ‘zine, the 
| editor’s enthusiasm (and big 
budget) make the shortcom- — 
ings less noticeable. Even 
| SNK’s Chad Okada (a/k/a the 


Pilots 21"). Surprisingly, the obvious 


porter of the fanzine under- 
ground whose caricature 
appears in Neo*World) ad- 
| mits that he probably re- 
ceives more phone calls from Nicholas 
than from anyone else—including my- 
self! The second issue (#3—apparently 
there was no issue #1) should be avail- 
able by the time you read these 
words—it’s expected to include an in- 
terview with the Game Lord, as well as 
a “full-color poster”(!). Support this 
one; Neo*World is going places. 


ity of any fanzine, so VG&CE as- 
sumes no responsibility for the ac- 
curacy of the information presented in 
Fandango. But don’t let that discour- 
age you from contacting the fanzine 
editors mentioned above to request is- 
sues or offer your support—the world 
of video-gaming fandom is truly an 
exciting one. 
If you publish a fanzine that you'd 
like us to cover in a future 
edition of Fandango, 
put us on your mailing 
list! Here’s the address: 
ViDEOGAMES & COMPUTER 
ENTERTAINMENT, Attn: 
Fandango, 9171 Wilshire 
Blvd., Suite 300, Beverly 
Hills, CA 90210. Back is- 
sues are welcome, par- 
ticularly if you haven't al- 
VS. | ready been sending them 
' to us on a regular basis. 
le Characters of Look for the next Fan- 
: dango i in = future issue of 
ws) VG&CE. 
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[ivror no way to gauge the reliabil- 


| Game Lord, a strong sup- = 


-- Belcome to Q & A. Our recent. 
oo | trip to the Winter Consumer 
Electronics Show gave us a 


ae ‘chance to find out that our halls are “hal- 
lowed” and to pass your questions on to | 
most of the major manufacturers. And, 
when they’re cornered in a booth, they 


generally have no choice but to answer 


ae them. The interrogation results follow: 


1.4 just purchased Nintendo's 
_ Mario Paint for my SNES and 
was wondering if there are 
- going to be any more games 


see that. use the SNES mouse? 


2. In the future, are there any plans to 
havea printer for the SNES? 

3. Is the rumor true that the new 
company behind the TG-16 is going out 
of business? 
| —Curtis Johnson 
San Jose, California 


1. Support for the mouse has 
been slow, but game manufac- 
turers are beginning to realize 
its possibilities. Check out King 
— Arthur's World (Jaleco), Troddlers 

(Seika) and Might and Magic II (Ameri- 
can Sammy). 

2. We've heard no plans about an 
SNES printer and, quite frankly, don’t ex- 
pect to see one. After all, aside from 
‘Mario Paint and maybe some of the role- 
playing games with auto-map features, 
we don't see the need for one. Remem- 


| _ ber, Nintendo put its plans for a CD-ROM 


peripheral on hold until it feels there 
would be sufficient software support 
and, more importantly, sufficient evi- 
dence that consumers would shell out 
the cash for one. 


3. As of this writing, Turbo Technolo- 


gies Inc. (TTI), the company behind the 
TurboGrafx-16 and Turbo Duo, is alive 
and planning greater expansion into the 
American market. TTI is planning radio 
and TV commercials, as well as promo- 
tions with nonindustry companies that 
produce products such as Hawaiian 
Punch. The thing to remember is that, 
while a very small percentage of Ameri- 
can game players uses TTI products, in 
Japan the PC Engine and PC Engine Duo 
rank right up there with the Super Fami- 
com (SNES). This means that whether or 
_ not TTI remains in business is not as 
_ much based on its own ability to cover 
expenses as it is whether the parent 
companies NEC and Hudson Soft view it 
as a worthwhile investment. 


_ | recently joined the bandwagon 
_ of CD-ROM technology and pur- 
» chased the Sega CD. It sur- 
> passed my expectations, and | 


‘have OEE many hours of multimedia 
_ interaction. The IBM PC version of The 


7th Guest is spectacular, and | was won- 
dering if this product will be available for 
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oe hens speak to ‘Gonh Pool's. — 
turer, Catalina Games, and it is currently 
speaking to several cartridge manufactur- ee 
ers. As soon as plans are finalized, = 
Catalina will let us know, and we'll gladly 


Ze 2 pass | ‘on 1 the information to you. 


the Sega CD. If it were licensed by Sega, 
would the 16-bit CD machine be capable 
of delivering the high standards of the 
IBM PC format? What are the major differ- 
ences between the 32-bit CPU in the 
SNES CD-ROM and the weaker 16-bit pro- 
cessing unit in the Sega CD console? 
—Ben Choi 
Redmond, Washington 


If Virgin has any plans for a 
Sega CD version of The 7th 
Guest, don’t even think of look- 

i ng for it until 1994. Right now, 
it is = atl trying to get the IBM PC version 
finished and released. 

Would the Sega CD be able to match 
an IBM PC CD-ROM's performance? At 
this point, it seems a bit doubtful, since 
Sega CD developers are still having prob- 
lems with access time in their games. 
We're not giving up hope yet, though. 

As for the 32-bit SNES CD-ROM, ever 
since Sony quietly backed out of its deal 
with Nintendo, the big “N” has com- 
pletely cut off the press from any news of 
its development. However, Japanese soft- 
ware developers are expected to have 
their prototype development kits not too 
long after you read this. One last note, ex- 
pect The 7th Guest to be one of the first ti- 
tles released for the SNES CD-ROM. 


| purchased the November ’92 
VG&CE and saw an article 
about Coo/ Pool. What system 
<> is the game for? If it’s a com- 
puter game, | guess I'll have to buy a 
computer. | have a lot of friends waiting 
for a good pool game. Do you know of 

any besides Side Pocket? 
—Bryan Mayer 
Highland, California 
PS: | have a Genesis, NES, SNES and 

a Philips CD-I. 


Unfortunately, Coo! Pool does 
not currently exist for any home- 
gaming platform. The review to 

S which you refer appeared in our 
Dagtination Arcadia column because Cool 
Pool is a coin-op arcade game. We did, 


Sebastain, Florida 7 | 


i if you’ ‘ve Pa ibady pederes the : 

_machine, | 
\ much this: can Bax. but Bere 
— Fe goes... 
whe Neo-Geo is a cumbination: oe an 


8- and a 16-bit processor. Essentially a _ 


stand-alone arcade machine crammed | 
into a home-sized console, the Neo-Geo 
does deliver the kind of graphics and 
sound you'd expect ina competitive 


coin-op. With the basic system costing a 
$500 and some software going for well 


over $200, the question of whether the | 
Neo*Geo is worth the money depends: 
entirely on your budget. 

Aside from cost, the major problem 


with the NeoGeo is that the games are | 
designed for arcade use, so there’s not | 
much variety in the software. We'd love _ 
to see stuff like RPGs and Zelda-type — 


games on the Neo*Geo, but you can't re- 
ally divide them into satisfying 25¢ or 
50¢ segments, so SNK will most likely 
continue to produce sports games, 
shooters and beat-’em-ups. | 
One thing to consider: Conversions of 
Neo-Geo games will soon be appearing 
on all 16-bit platforms, including the 
Turbo Duo. While they might not be 
nearly as detailed as the originals, some 
careful shopping might prove worthwhile. 


I'm the owner of an Atari Lynx. 
It's a very good system and the 
games are great (though sound 

“= is lacking and music is a rarity). 
My questions are these: How come 
Atari doesn’t advertise more? Having the 
only 16-bit portable system, they could | 
just about corner the market. 

As | said, the games I've played are 
very good, yet they don’t seem to live up 
to my expectations, considering the 
power and the hardware of the Lynx, 
which supposedly has 64K of memory. 
So what's it used for? Lastly, the Lynx 
hasn't caught on too well where | live. 
Aside from VG&CE, two or three retailers 
are my only source for information on 
game titles. Could you tell me anything 
about a Lynx aelne called Dracula? 

—Ben Dobson 
Omaha, Nebraska 
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vanufac- 


) ~ | just ‘ranted a NadeGan,, and Le oo 
|) was wondering if youcould > 
“J please help me.Isthe machine | 
Po ™& a 32-bit or is that justarumor? > 
7 Also in . your opinion, tell me howthe — 
system rates overall. Please stop the  . 
- nlghimares! fo | 

7 oe Les Maillet . 


ldontknew how” 


Why doesn’t Atari advertise 
more? Basically, the company 
\ doesn’t have the budget. Atari 
4. e+ recently closed its Lombard, 
iinoie, office and lost several key Lynx 
personnel. When the Lynx first came 
out, Atari ran several television ads 
which weren't that great (two high- 
school boys playing California Games in 
adjoining stalls of the men’s room) but 
conveyed the Lynx’s advantages: color, 
stereo sound and the ability to handle 
multiplayer games. Those ads died 
quickly and weren’t followed up. Forbes 
magazine, in fact, ran an article dis- 
cussing Atari’s lackluster and failed at- 
tempts to get the Lynx the market share 
it deserved. Rumor has it that the Atari 
Jaguar might be coming out in 1993. 
(That’s right, we said rumor.) Atari is let- 
ting the press have so little information 
about the new system that any heat and 
excitement generated in the marketplace 
comes from conjecture and fantasy 
alone. Hopefully, if the system does 
exist, Atari will give the media sufficient 
information to cover it, and give the 
Jaguar the marketing budget it needs to 
prevent another disappointment. 

As for Dracula—The Undead, Chris 
Bieniek reviewed the game in the Febru- 
ary ‘93 Gaming on the Go column. It’s a 
puzzle-solving adventure game that net- 
ted the Count straight eights in all rat- 
ings categories. 


| have just read the December 
‘92 issue of VG&CE and am 
wondering about the classic ar- 
cade version of Dragon’s Lair. | 
now know there is one being developed 
for the SNES, and the sequel is being de- 
veloped for the Genesis, but I’m wonder- 
ing about the Sega CD. Will it ever see 
the original arcade version of Dragon’s 
Lair and maybe some more of the se- 
ries? Will the Sega CD be able to re-cre- 
ate the same style of animation and 
graphics that were found in the original 
coin-op classic, or will this game only 
show up on 16-bit cartridges? 
—Chad Boulis 
Huron, Ohio 


While its characters are visually 

faithful to the arcade game, 

Dragon’s Lair for the SNES (by 

Data East and reviewed in the 
February ‘93 issue of VG&CE) is a jump- 
and-attack platform game. The Genesis 
version of Dragon’s Lair will be coming 
from ReadySoft and will also be a jump- 
and-attack platform game. Will the Sega 
CD be able to re-create the arcade games? 
Not completely. If anyone does try to 
translate them, expect fewer frames per 
second and a smaller screen than the ar- 
cade versions, which used much larger 
laser discs. However, anyone who's 
played the Dragon’s Lair games for the 


computer (ReadySoft) knows that playabil- 
ity does not require all the glitz provided 
by the coin-op’s full-sized laser-disc player. 


| recently bought the Turbo- 
Express along with the AC 


“=> gine game adapter. | also own 
the TG-16 and TG-CD system. (I’m plan- 
ning to buy a Turbo Duo.) To say the 
least, the TG-16 is the system to get if 
you enjoy playing great games. I’ve 
owned an Atari 2600, Intellivision, NES, 
SNES and a Genesis with a Sega CD. 
The Genesis and Sega CD | bought for 
my girlfriend because she loves Sonic 
the Hedgehog. (Who doesn’t?) | have a 
few questions about the TurboExpress. 

1) If the Sega Game Gear can be 
hooked up to a TV, can the TurboExpress 
be hooked up as well? 

2) Is there a way that CD/Super Sys- 
tem CD games can be played on the 
TurboExpress? If so, how? 

3) Is there a way you can hook up a 
camcorder to the TurboExpress to view 
what is on the tape? 

4) The Sega Game Gear has a “wide 
gear” to magnify the screen; will the 
TurboExpress have one soon? 

5) The TG-16 has Tale Spin and Dark- 
wing Duck coming out. Will the TG-16 
have other cartoon-based games out? 

6) The TG-16 has many great games 
out in the U.S. and Japan, but will the 
TG-16 have any games based on movies 
or books (besides the Robotech series), 
such as Dracula, Hellraiser or others? 

7) Can PC Engine games be played on 
the Turbo Duo without the PC Engine 
converter? 

—J.C. 
Providence, Rhode Island 

PS: The TG-16 was the first video- 
game system with CD games. Now the 
SNES and the Genesis are following in the 
TG-16's footsteps. Who's the leader now? 


| don’t want to be overly nega- 
tive, but the answer to ques- 
tions one, two and four is no. 

é = In fact, you’re incorrect in 
saying that the Game Gear can be 
hooked up to a TV—it can’t. But both 
systems have TV tuner adapters that 
allow them to be used as TVs. 

You can connect a VCR or camcorder 
to the TurboExpress with a “Y” RCA dual 
male to single speaker-style cable. This 
plugs into the A/V port on the Turbo- 
Express TV tuner. 

As for questions five and six, upcom- 
ing licenses include Ranma 1/2 (NCS), 
based on the extremely popular Japanese 
comic book (U.S. translations available 
from Viz comics); Macross 2036 (NCS), a 
shooter based on Robotech; and Record 
of Lodoss War (Hudson Soft), based on 
the movie of the same name. Also look 
for Sherlock Holmes II (ICOM) and Dan- 
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adapter, TV tuner and PC En-- 


- gerous Journeys (Electronic Arts), which | 


is based on Gary (Dungeons & Dragons) 
Gygax’s new role-playing game of the 
same name. 

Finally, PC Engine HuCard games re- 
quire an adapter to work in the Turbo 


Duo, but the CDs work just fine. : 
As for the current leader, true, the TG- | 


CD was the first CD-ROM for a video- 
game console, but the fact remains that 
the Sega CD sold very well during the 
past holidays. Also, by Christmas ‘93, we 
should have a better idea of: 1) Whether 
TTl’s new promotions for the Turbo Duo 
are working; 2) If the Sega CD will have a 
volume of software that is more than 
souped-up cartridge games or slowed 
down PC games; and 3) What’s going on 
with the Nintendo CD-ROM. At that 
point, we'll have another set of answers 
to avoid answering this question. 


| bought an SNES in August 
‘92. | always enjoyed going to 
the arcades and playing a 
game called Toki. When | 
bought the SNES, | heard that Toki was 
already available for the Genesis and 
Lynx. So here is my question: Are there 
any plans to make the video game Toki 
for the SNES? 


—Paulo Budney, 
Miami Lakes, Florida 


Unfortunately, none of the Nin- 
tendo licensees plan on creat- 
\ ing an SNES version of Toki, 
“A & but if any of them ever do, 
we I be sure to let you know. 


In your September ‘92 issue, you 
had an ad for an SNES version 
of Out of This World. \It looked 
exactly like the graphics for the 
computer version. Ils the SNES capable of 
producing IBM PC-quality graphics, or did 
Interplay just take screen shots of the com- 
puter version? Also, is Apogee planning to 
make an NES or SNES version of its Com- 
mander Keen series? Thank you! 
—Jeremy Penner 
Rosser, Manitoba, Canada 


Believe it or not, the Out of 
This World photos do show the 
\ SNES version of the game—its 

{ }X graphics are comparable to the 
BM PC version. 

At this point, nobody has any plans 
for converting Keen to any cartridge. 
However, Wolfenstein 3-D will eventually 
be appearing on the SNES and Atari 
Lynx. Don’t expect as much blood in the 
SNES version, though. 4 


Please send your questions, 
comments and corrections to: 


VipEOGAMES & CompuTEeR ENTERTAINMENT 
Attn:Q0&A 
9171 Wilshire Bivd., Suite 300 
Beverly Hills, CA 90210. 
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Jump Jet 


With its ability to make vertical takeoffs, the U.S. 
Marine Corps’ AV-8B (or the RAF’s Harrier Gr. 7, for 
you anglophiles), otherwise known as the Jump 
Jet, was one of the few novel aircraft in need of a 
flight simulator. 

MicroProse, proving that it is incapable of ignor- 
ing a piece of military hardware, will therefore soon 
release Jump Jet. 

Jump Jet will take pilots to Hong Kong, the 
Falklands and Nordkapp in hypothetical cam- 
paigns designed to simulate military encounters 
that just might need one of the few airplanes that 

not only can land 
like a helicopter 
but can even fly 
backward over 
short distances. 
Jump Jet also 
features one of 
the most accessi- 
ble flight manuals 
around, with all of 
the technical de- 
tail military histo- 
rians demand and 
an idiot-proof 
illustrated guide 
through all of the 
game’s technical 
aspects. 
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AD&D Unlimited 
Adventures: Fantasy 
Construction Kit 


Just when you thought SSI had com- 
pletely given up on its gold box cash cow, it 
comes back with one final gesture to its 
loyal market: AD&D Unlimited Adventures: 
Fantasy Construction Kit. Now anyone 
who’s finished all nine games (and the other 
99.9% of the playing world) can create his 
own Forgotten Realms adventures with 112 
different monsters and a library of 250 differ- 
ent art images. 

Unlimited Adventures uses a grid system 
to map and populate all of the towns and 
wilderness areas. In addition, users can play 
their adventures as they create them, in an 
effort to achieve the balance necessary in 
any role-playing game. And for those who 
get periodically sick of designing, unlimited 
comes with The Heir of Skull Crag, a ready- 
to-play adventure. 
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Professional Way 
Sierra On-Line 


Spectrum HoloByte 
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Tengen 35 
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WIN PRIZES! 


1) Sex: 
A{_JMale B (]Female 

2) Age: : | 
AfJUnder12 B{J12-16 C{J17-25 o£ 
D (126-40 E ([JOver 40 ry ' 

; 3) Do you play? a 4 

A {JComputer games 
B [JVideo games C [Both 


4) Please check all video-game and computer 
systems that you own. 
Af JSega Genesis 
C {[JNeo-Geo 


B (J}Super NES 
D Nintendo 
Entertain. Sys. 


E (ITurboGrafx-16 F (JSega Master 


System 
G [JGame Boy H {]Game Gear 
| (JLynx J (TTurboExpress 
K (JWatara Supervision L (JTurbo Duo 
MCJGenesis with Sega-CD N{JAmiga 
O [IBM PC/Compatible PC. =P. [JMacintosh 


5) Check the number closest to the total number 
of video and/or computer games that you own. 
AfJo-10 BfJ11-20 CfJ21-30 D(31-50 E f450+ 


6) About how many hours per week do you spend 
playing video or computer games? 
A(JUnder 2 B(J2-5 C(J6-10 D(11-20 E4204 


7) How long have you been playing video games? 


8) Do you rent video-game cartridges? 
ACJNever B{JSeldom  C{ Frequently 


9) Do you play coin-op and arcade games? 
AfJNever Bf{JSeldom Cf{JFrequently 


10) Check all the types of games you like to play. 
A (Action B { JAction/Strategy 
C (JAdventure D (Sports 
E (JRole-playing F (Puzzle 
GCShoot-’em-up H{JSimulation 
| Fighting 


11) Are you planning to buy a CD-ROM peripheral 
for your computer or video-game system? 
ACINo B{JYes C{JYes, but I'll wait until 

they're cheaper 


12) If applicable, list your top three favorite video 
games (in order of preference). 


1) 
2) 
3) 


d 13) If applicable, list your top three favorite com- 
puter games (in order of preference). 


1) 
2) 
3) 


14) List your top three favorite game software 
companies (in order of preference). 


1) 
2) 
3) 
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VG&CE 


video gamers! In or- 


Attention 


der to better serve 
you and to accommo- 
date your needs, we 
at VG&CE would like 
to know what games 
you like to play, what 
game systems you 


have and what you'd 
like to see in VG&CE. 


And, in order to give 


you some motivation 
to fill this out and 
mail it, we're random- 
ly giving away 25 
great game software 
prizes for the Super 
NES, Genesis, TG-16/ 
Duo, NES, Game Boy, 
IBM PC and Amiga 


computers. 


WIN PRIZES! 


15) Besides VG&CE, what other video/computer- 
gaming magazines do you read, if any? 


De ° 
3) 


16) If not VG&CE, what is your favorite video/ 
computer-gaming magazine? 


17) What is the reason the magazine you listed in 
question 16 is your favorite? 


18) What do you like the most about VG&CE? 
19) What do you like the least about VG&CE? 


20) What improvements would you like to see in 
VG&CE? 


21) Do you buy/play Japanese versions of games 
before American versions are available in the 


U.S. 
BCJNo 


Af dyes 
22) Do you buy/read any Japanese video-game 
magazines? If so, which ones? 


AfJyYes 
B]No 


23) Do you buy/read any European video-game 
magazines? If so, which ones? 


Af Yes 
B(JNo 


SEND TO: 
VG&CE/1993 Reader Poll and Survey 
9171 Wilshire Bivd., Suite 300 
Beverly Hills, CA 90210 


Name: 
Address: 
City: State: 
Zip: Phone: ( ) 
System you'd like prize for: 

OrFiciat RULES 


In order to be eligible for prize drawing, entry must be received 
on or before May 15, 1993. All questions and information must 
be completed entirely and answered legibly. VG&CE and L.F.P. 
Inc. are not responsible for late or lost mail. No purchase neces- 
sary. All materials submitted, including without limitation, the 
ideas and expression of those ideas, become the property of 
VG&CE and will not be returned. Winners will be selected by 
VG&CE judges, and all decisions are final. pe 
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Ultima Underworld Il: 
Labyrinth of Worlds 


ORIGIN 
Version: IBM PC ($79.95) 


1234567F 
1234567 8E 
1234567 

12345678 


Less than a year ago, a group of 
designers and artists introduced 
what eventually became one of the 
most talked about dungeon games 
ever. Ultima Underworld: The Sty- 
gian Abyss won high praise from 
both critics and buyers alike, even 
winning VG&CE’s Computer Game of 
the Year award for 1992. But give 
credit to Looking Glass Technologies 
for not letting success go to its head 
(at least, not so soon). The release of 
the sequel within a year of the origi- 
nal’s debut only proves that the tal- 
ents at Looking Glass Technologies 
are determined to prove themselves 
the finest electronic dungeon mas- 
ters ever. 

Anyone who has been following 
the third Ultima trilogy will remember 
the Guardian, a malevolent entity 
who occupies an alternate dimension 
from that of Britannia. One year after 
the Guardian’s defeat (as chronicled 
in Ultima Vil: The Black Gate), Lord 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 
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British, sovereign ruler of Britannia, 
orders a feast in honor of the Avatar 
who so handily defeated the 
Guardian. But the celebration is pre- 
mature; the Guardian was only set 
back temporarily, and has now en- 
cased the entire castle in a blackrock 


saa. ly 
= 


gem. As the Guardian’s forces ravish 
the land, the Avatar must travel to 
eight alternate worlds to free the peo- 
ple (or things) from the Guardian’s icy 
grip, ultimately bringing down the 
ebony wall that surrounds the castle 
and facing the Guardian once again. 
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As you travel to the various 
worlds, you will encounter the inhab- 
itants of special locations who are 
under the oppression of the 
Guardian. Interacting with the inhabi- 
tants via a multiple-choice parser and 
solving the numerous quests each 
will ask of you will cause the 
Guardian’s jurisdiction to slowly sub- 
side, paving the way for the release 
of the castle in Britannia. 

Certain quests in one particular 
world might require an item from an- 
other world, which certainly rein- 
forces the manual’s claim that Under- 
world Il is “a nonlinear gaming 
environment.” That claim is by no 
means an exaggeration, making it im- 
perative that you keep exhaustive 
notes. Of course, it certainly helps 
when the game includes one of the 
best examples of an auto-map this In- 
dustry has ever seen: the ability to 


write directly 
on the map 
and, by way of 
a new feature, 
the ability to 
save each map 
as a separate 
GIF file for later 


editing and 
printing. 

For players 
who haven't 
experienced 
the’ _ original 
game, the in- 
terface will 

a 6utake a bit of 
@ getting used 


om to. Ultima Un- 
& derworld Ii: 


Labyrinth of Worlds plays quite differ- 
ently than most other dungeon 
games, with its use of a free-moving 
game world. All actions, including 
moving and selecting items, can be 
performed with the mouse. Even a 
combination of keyboard and mouse 


controls is available, though the key- 
board lacks the elegance and fluidity 
of the mouse. 

Due to the game's extensive use 
of a technique known as “textured 
mapping,” where polygon images 
are overlaid with bit-mapped graph- 
ics, the game can play at a rather 
sluggish pace for slower machines 
(a minimum of a 386 SX is required). 
Those fortunate enough to own a 
faster machine (dare | say a 486?) 
will enjoy an unprecedented sense 
of freedom found in no other game 
that allows such movement. Run- 
ning full steam ahead down a gently 
sloping corridor (something you 
can’t do in those other “similar” 
games), with a rather large dread 
spider on your tail (spewing green 


ichor from a belly wound that you 
accidentally inflicted), suspends all 
possible belief that this is “only” a 
computer game. 

To say the graphics have im- 
proved over the original is some- 
what misleading. | should say the 
graphics are 
enhanced, 
since the 
original Un- 
derworld 
had graphics 
that surely 
Suited all who 
saw them. 
These en- 
hancements 
include bet- 
ter detail 
and clarity. 
As monsters 
scale closer 
to your per- 
spective, they’re less blocky than be- 
fore (an inherent problem with 
scaled graphics). Even the view 
screen is increased by a decisive 30%, 
giving you a larger view into the un- 
derworld. 

Not surprisingly, the sounds have 
also improved, as the game uses a 
full assortment of digitized sound ef- 
fects, from the opening of doors and 
the slicing of a sword, to the inim- 
itable tone of the Guardian as he 
speaks to you in dreams. 

Ultima Underworld Il: Labyrinth 
of Worlds proves that games can 
have the perfect balance between 
technological achievement and solid 
role-playing enjoyment. But, if 
you're hardheaded and want the 
next best thing, | know the location 
of a few good lava tubes here in 
Hawaii. 

—Danny Han 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 


leMOTION 
Version: IBM PC ($59.95) 


With writers like Poe, Shelley, 
Stoker, King, Koontz and Barker domi- 
nating movies and bookstore shelves, 
H.P. Lovecraft has never gained his 
rightful notoriety. Writing in the 1920s, 
this Rhode Island author produced 
works featuring eldritch gods and truly 
unspeakable horrors in his short, 
sickly and unbelievably depressing 
life. Interest in Lovecraft was reawak- 
ened partially by the paper-and-dice 
role-playing game Call of Cthulhu, and 
its success made some sort of com- 
puter game inevitable. (Incidentally, 
the writer of The 7th Guest, Matthew 
Costello, has written several Call of 
Cthulhu adventures.) 

Instead of a dry, math-laden RPG, 
French designer Infogrames decided 
that a full-screen, animated graphic 
adventure was the only way to convey 
the horror Lovecraft inspired. The re- 
sult, Alone in the Dark combines 3-D 
polygon animated graphics, arcade ac- 
tion, challenging puzzles and enough 
cinematic technique to astound any- 
one bored with conventional haunted 
house adventures. 

Alone players may select Edward 
Carnby or Emily Hartwood to investi- 
gate Derecto, the abandoned home of 
the late Jeremy Hartwood. Their goal: to 
discover why he committed suicide. But 
they'll soon discover that, had Jeremy 
waited a little longer, he wouldn't have 
had to do the job himself. 

Both characters are rendered in 3-D 
filled-polygon graphics and are con- 
trolled by simple keyboard strokes. 
Arrow keys guide movement and at- 
tacks, while the space bar controls 
other actions. 

Alone adjusts the frame rate ac- 
cording to the machine's speed, so the 
game is playable—though combat is 
far more difficult—on the suggested 
minimum 386 SX. Even at its worst, 
this is some of the best animated 
movement since 4-D Boxing. 

As they explore the house, players 
must solve a series of puzzles and ei- 
ther fight or avoid the eldritch night- 
mares prowling the corridors. 
Weapons have a bad habit of contain- 
ing limited ammunition and/or simply 
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breaking. In addi- § 
tion, the better 
weapons look much 
better, making it es- 
pecially difficult not Bam sf . 
to use the shotgun | see 
just to watch the |e. 
movements. Any- |i 
one who suffered 
through Out of This 
World's frustrating 
combat and timing 
requirements will be pleased to learn 
that the combat learning curve is 
tough, but not impossible. Similarly, 
the puzzles are difficult yet fair, with 
clues scattered in various texts and 
even in the cultural implications of cer- 
tain items. 

In electronic gaming, “cinematic” 
invariably means a noninteractive in- 
terlude—but not here. Each room is 
equipped with several “cameras” that 
are automatically selected to provide 
the maximum of atmosphere and 
playability. As any horror film fan 
knows, It’s critical to maintain interest 
and tension when the screen is mon- 
ster-free, and the best way is through 
creative camera angles. Even walking 
through a straight hall is made inter- 
esting through the rapidly changing 
perspective. 

Alone’s music is spooky but in need 
of a little more variation. Digitized 
sound effects include creaking floors 
and doors, firearms and screams that 
are delightfully disturbing, especially 
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through the Dis- 
ney Sound Source. 

Problems? The 
polygon graphics 
could have been a 
bit less goofy, and 
occasionally the 
computer gets con- 
fused about what’s 
blocking what. As 
for the difficulty 
level, players should 
be grateful that the story line isn’t truer 
to form. Anyone who’s lived to see the 
end of an H.P. Lovecraft story rarely re- 
tains mental and emotional stability. 
Players who see the end of the game 
will, however, walk away with the satis- 
faction of having finished one of the 
best games this year—no matter what 
genre it gets stuffed into. 

—David S. Moskowitz 

Interplay Productions Inc. 
17922 Fitch Ave. 
Irvine, CA 92714 
(714) 553-6678 
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Gobliins 2 
COKTEL VISION 
Version: IBM PC ($39.95) 


SOUND/MUSIC 142345676 9 10) 
GRAPHICS : 9 10 
PLAYABILITY [39 10) 


Gobliiins should have been one of 
the best games of 1992. However, hys- 
terical animation, charming sounds 
and varied, entertaining puzzles 
couldn't overcome the difficulty level. It 
wasn’t that the puzzles were so diffi- 
cult, but it was a trial-and-error 
style of game, in which every 
error had devastating effects on 
the characters’ joint lifeline. In 
the end, entertainment became 
secondary to frustration, and 
the game got stuck in too many 
closets. Luckily, games are the 
flip side of movies in that, quite 
often, sequels are better than 
the original; the removal of the 
lifeline and the addition of mul- 
tiroom puzzles has certainly 
made this true with Gobliins 2 | 
(yes, it’s two “i's” this time). 

King Angoulafre is back from 
Gobliiins with a new problem: 
The demon Amoniak has kid- 
napped his son and turned the 
young prince into a drooling, ir = 
sane jester. Two sucker recruits = 
are found in Fingus, an overly = 
cautious, baby-faced goblin, | 
and Winkle, whose personality 
seems the natural internaliza- 
tion of his pointed, gaudy fea- 
tures. Together, they must solve 
seven worlds full of puzzles to 
recover the crown prince. 

Gobliins 2 uses the same 
point-and-click interface found 
in its predecessor. Simply select a gob- 
lin and an object and let the game’s an- 
imation take over. Most often, the re- 
sult will be a goblin screaming in pain 


or just staring at the object with 
a stupid expression on his face. 
Occasionally, they'll do some- 
thing useful, like get the object 
or solve the major puz-zles for 
that stage. 

Again, like its predecessor, 
Gobliins 2's actions can be di- | 
vided into two overlapping cate- | 
gories: trial and discovery, and § 
application of said knowledge. & 
Luckily, Gobliins 2 does not have 
the damage meter that limited 
even the discovery portion of Gobliiins. 
Gobliins 2 also has unlimited objects, 
so anyone who misses the cockroach 


the first time it scuttles across the 
palace floor will find plenty more wait- 
ing behind it. 

Most of the tasks involve getting the 
goblins to obscure corners of 
the screen. This often requires 
complicated timing and precise 
positioning on “unnamed” ob- 
jects, such as giant shells. 

Later in the game, timing be- 
B | comes increasingly important as 

| the goblins are required to act in 
tandem.This requires some 
mouse dexterity, but, again, 
nothing too unreasonable. And, 
for the truly lost, Gobliins 2 pro- 
vides “jokers” to offer help. Ju- 
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dicious use of the save/load functions 


will guarantee an infinite supply of 


helpful hints. 


When Coktel decided to 
focus on only two goblins, it 
lost some of the logic of Gobiii- 
ins. In the first game, one gob- 
lin was a strong man who liked 
to bash things, one was a tin- 
kerer and one was a mage who 
was dependable for hysterical 
effects, if nothing else. Winkle 
and Fingus are simply too 


§| much alike. True, Fingus is 


more diplomatic and more 
likely to refuse an order, but 
Winkle isn’t always cooperative 
either. Yet, the same action 
from each of them will often 
produce different effects. For 
example, in World 4, Fingus 
turning on a lamp will herald in 
a lamp-fish, while Winkle sum- 
mons a moray eel. Experimen- 
tation and discovery provide 
part of the joy in Gobliins 2, but 
puzzles need logic as well. 
ls Gobliins 2 as brilliant and 
as charming as its predecessor? 
No. But it retains plenty of Gob- 
liiins’ attributes, in addition to 
providing the playability to 
make it a game definitely worth 
looking into. 
—David S. Moskowitz 


Sierra On-Line 
40033 Sierra Way 
Oakhurst, CA 93644 
(209) 683-4468 
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Car and Driver 


ELECTRONIC ARTS 
Version: IBM PC ($59.95) 


- SOUND/MUSIC 11 2 3 4696 7 8 9 10 
GRAPHICS 8 ET) 
PLAYABILITY 41234567 6k +10] 
OVERALL 9 


One minute you're screaming 
through a wide bank at 250 miles per 
hour, hounded by a rival dogging your 
slipstream. The next, you're racing a 
gentle mountain stream on a lazy ride 
through the country. From pole position 
to pine trees and everything in between, 
Car and Driver roars to life, fueled by 
outstanding variety and challenge. 

_ The game is honed from the same 3- 
D modeling found in such topflight sim- 
ulations as Chuck Yeager’s Air Combat. 
Solid-fill polygon graphics keep the ac- 
tion fluid and lightning quick. Players 
equipped with Super VGA will also 
enjoy an eye-popping, 400-line, high- 
resolution display. Although the game 
requires nothing slower than a 386/16 
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MHz machine, 25 MHz is a more realis- 
tic bottom line. The designers help out 
by allowing drivers to fine-tune graph- 
ics, sound and performance levels. 

A clever front end emulates the look 
and feel of the product's licensed name- 
sake, Car and Driver magazine. Play se- 
lections are made from the index-style 
menu, leading to inside articles about 
each car or track. Handsomely illus- 
trated and colorfully written, the stories 
offer detailed specifications, ratings and 
driving tips. This 4-megabyte, on-line 
magazine can be deleted without affect- 
ing game play. 

The game’s stable of ten cars repre- 
sents a car-lover’s dream come true. 
Slip behind the wheel of a $399,000 
Ferrari F40, Porsche 959 or Lamborgh- 
ini Countache. Test-drive the extraordi- 
nary Mercedes C11-IMSA Formula One 
racer, capable of accelerating from 
zero to 160 m.p.h. in a gut-wrenching 
8.4 seconds. Vintage car connoisseurs 
will appreciate the classic beauty of the 
1957 Ferrari Testarossa and Shelby 
Cobra. Others in the collection include 
the Corvette ZR1, Eagle Talon, Toyota 
MR2 and Lotus Esprit Turbo. Notable 
options include manual or automatic 
shifting, G-force meters, Steady Cam 
display stabilizers and four levels of 
handling difficulty. You can even tune 
the radio to one of four frivolous and 
annoying stations. 

The ten available courses range 
from raceways to back roads and off- 
beat test tracks. Test your performance 
handling at the Monterey Raceway, 
Autocross obstacle course or specially 
designed EA Speedway. Those looking 
for a wild ride can cruise the San 
Dimas mall parking lot or visit the 
wonderfully weird Dobbs Raceway, 
named after counterculture icon J.R. 
“Bob” Dobbs. Three of the best 
courses are public highways, featuring 
scenic views and dangerous two-way 
traffic: New York Highway 97, Califor- 
nia Route 1 and an amazing 25-mile 
stretch of Arkansas Route 7. Select up 
to ten laps and four computer-con- 
trolled opponents for most races. 

Car and Driver's finely calibrated 
analog steering leaves its competitors 
in the dust. The game supports input 
from joystick, keyboard, mouse and 
foot pedals. Joystick response and sen- 
sitivity is excellent, eliminating the 
oversteering problems that plague sim- 
ilar simulations. Likewise, each car’s 
unique real-world performance charac- 
teristics are meticulously portrayed, 
sometimes with deadly accuracy. 
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Other notable features include ten 
unique camera angles, available in 
both real-time driving and instant re- 
play, with user-defined pan and zoom 
effects. Finally, the game supports 
head-to-head contests via null and re- 
mote modem or network connection. 
Electronic Arts also promises to sup- 
port the game with future car and 
track disks. 

Stunning graphics, fast action and 
meticulous detail make Car and Driver 
the new high-performance leader of 
driving simulations. Motorheads will 
think they've died and gone to test 
track heaven. 

—Scott A. May 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 
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1491 Boston Post Road, Old Saybrook, CT 06475 
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Faceball 2000 Faceball 2000 Warriors Of Destiny AD&D: Hillisfar 
For Game Boy For SNES For NES For NES 
Only $29.99 Only $59.99 Only $54.99 Only $49.99 


FCI. 


..And Coming Soon! 


Yoshi’s Cookie 
For SNES 


Only $59.99 ) Oe 


For NES For SNES 
Only $34.99 Only $69.99 


Spanky’s Quest Spanky’s Quest 
For SNES For SNES For Game Boy For SNES 
Only $49.99 Only $59.99 Only $24.99 Only $59.99 


..And Coming Soon! 


Pocky & Rocky 
‘IREM mite ees | Street Combat On [ y $59. 9 9 


For SNES For SNES 
Only $59.99 Only $59.99 


To Order Call 1-800-466-6828 or 203-395-3090 or FAX us at 203-388-0084 


CIRCLE #137 ON READER SERVICE CARD. 


Push-Over 


OCEAN 
Versions: Amiga ($49.95), IBM PC ($49.95) 


GRAPHICS 123 45 6% 
PLAYABILITY 112345 6 7 9 10) 
oven 73 10 


Adorable creatures and teeth- 
gnashingly tricky puzzles: Stick ‘em 
together and you get a great com- 
puter game. Such was the case with 
Lemmings, and such is the case with 
Push-Over, an action/puzzle game 
that comes remarkably close to 
matching Lemmings for sheer fun. 

The adorable creature in this case 
is G.l. Ant, an insect on a mission to 
find the Treasure Caves of the ubiqui- 
tous Captain Rat. To get to the caves, 
G.|. has to pass through Domino Do- 
main, a world of nine continents and 
100 levels. 

Each level has an exit door and a 
group of dominoes placed on plat- 
forms. To open the exit door, G.I. 
must push over all of the dominoes. 
Unfortunately, he only gets a single 
push to knock over every domino, 
and one particular domino, called the 
Trigger, has to be the last to fall. If 
that weren't enough, G.I. also has to 
race the clock and finish each level 
within a certain period of time. 

There are nine types of dominoes, 
each with a unique appearance and 
unique characteristics. Normal domi- 
noes simply topple and fall; tumbler 
dominoes keep tumbling until they 
hit a fallen domino; ascender domi- 
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noes float upward when hit; bridger 
dominoes turn into bridges to fill 
gaps; splitter dominoes split into two 
dominoes toppling in opposite direc- 
tions; and the other four types are 
just as varied. 

G.I.’s a strong insect, and he can 
pick up and move the dominoes 
around. This is a skill he’ll use often, 
since most levels require the domi- 
noes to be set up in a precise order. 
G.]. can also survive short falls, al- 
though it’s more prudent to use lad- 


ders if they are present in the level 
you are currently on. 

When a level is successfully com- 
pleted, G.l. earns a token, which can 
be used in two ways. If you complete — 
a level, but run out of time, using a 
token advances you to the next level. 
If you fail a level for any reason other 
than running out of time, using a 
token resets the level to just before 
you made your push. 

The manual mentions bundles of 
cash that are found when certain lev- 
els are completed without 
tokens, and it also states 
that you need to find ten 
bundles to play the 100th 
and final level. There aren’t 
bundles of cash in the 
game, however, but bags 
of a British snack food 
called Quavers. It seems 
that someone paid to have 
Quavers promoted and 
used in the game, and 
Ocean simply forgot to 
rewrite the instruction 
manual. 

Push-Over's graphics are 
colorful and clean, and G.l. 
is a well-animated charac- 
ter; he taps his foot after 
standing still for a few mo- 
ments and raises his fist in 
victory when a level is com- 
pleted. The sound and 
music are also well done, 
particularly G.l.’s heart- 
breaking cry when he falls 
to his doom. 

To sum up, Push-Over is 
one of the most playable 
puzzle games since Lemmings. It's 
fun to play, fun to look at and ex- 
tremely challenging. Puzzle-game 
fans, and even casual gamers, should 
give Push-Over a look-see. 

—Zach Meston 
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Ocean of America 
1855 O'Toole Ave. 
San Jose, CA 95131 
(408) 954-0201 
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Eric the Unready 


LEGEND 
Version: IBM PC ($59.95) 


Pie 1 73 6 5 6178 9 10 
T2385 ope 910 
PLAYABILITY +2 3 45 6 7 3 210 
OVERALL 12345 6 7B39 10! 


Eric the Unready is a role-playing 
game that combines average sound 
and graphics with a superior parser 
and exceptional playability to create 
an above-average playing experi- 
ence. The game is also filled with 
gags that lampoon everything from 
classic movies to beer commercials. 
The more TV and movies you have 
seen, the more you will appreciate 
the gags. 


GRAPHICS 


The story revolves around a tired 
premise: The princess (Loreale) has 
been kidnapped (by her evil step- 
mother, Morgana), and a single 
knight must go forth and rescue her. 
This time, however, the unlikely hero 
is Eric the Unready. Eric is not only 
unready, but very unlucky as well. He 
keeps causing huge mishaps, such as 
burning down Ulric’s House of 
Torches. He is held in complete 
ridicule by just about everyone ex- 
cept the Princess Loreale, a most for- 
giving soul. 

The game’s interface is topnotch; 
you can play with a mouse or type in 
commands. There is a changeable 
window that can alternately show a 
graphic of your location, a map or a 
text description of your surroundings. 
There is also a text command area in 
which you type in commands or read 
text information. A compass rose en- 
ables you to choose from the valid di- 
rections. The compass rose also in- 


cludes buttons for 
moving up, down, in 
and out. 

There are two 
word lists (verbs/ 
prepositions and 
nouns). The verb list 
is big, but all the 
verbs you need for 
the current situation 
are on the first page 
of the list. This is a 
great timesaver. 
Once you select a 
verb, the list be- 
comes a list of 
prepositions that 
only work with the 
currently selected 
verb. The noun list is 
similarly dynamic— 


“Fear not. my lady. No one would dare harm the daughter 
of good King Fudd. To do so would incur the wrath of that 
flower of chivairy. the Knights of the Rhomboid Tabie. No 
one would be so foolish as to take that risk - even for one 
so beautiful as yourself.” 


it contains only items that are cur- 
rently available for use. 

This game is forgiving (which con- 
tributes to playability) and it has an 
undo feature. It is actually difficult to 
get yourself killed, unless you do 
something that will make finishing the 
game impossible. However, if you do 
die, you are offered a chance to undo 
your last action and continue playing. 
Too bad more games don’t contain 
this feature. 

Eric the Unready is a very funny 
game. Give your “Mead Lite” to the 
two-headed oaf and watch the two 
heads begin to argue about whether 
they like it because it has “less taste” 
or because it is “more filling.” If you 
are a movie buff, you won't be left out 
either. For example, go to see Lily at 
the fair. She’s a dead-ringer for 
Madeleine Kahn’s character in Blazing 
Saddles. 

The puzzles in Eric are about aver- 
age in difficulty. Puzzles are normally 
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ERIC ABDUCTED BY UFO! 


h 


| Enchanted Forest Vamshes Into? _ 


Courtroom Triumph For Black. 3. ] 
Classifieds 4 ] 


solved by deviousness, 
rather than brute force. For 
example, when you en- 
counter the impregnable 
fortress, try checking 
around the back. Brute 
force is difficult to use any- 
way, as Eric starts the quest 
without any armor or 
weapons. 

Sound is used well. The 
graphics are adequate, but 
nothing special. The game 
claims Super VGA, but 
these are limited to a few 
blocky 256-color 320 x 200 
graphics. The rest is pretty 
much standard VGA. 

Despite the unoriginal premise, 
this is a good game. The humor, su- 
perior parser and forgiving nature of 
the game all contribute to the fun. 
Legend's Eric the Unready is a good 
gaming experience for novices as 
well as experts. 

—David Plotkin 
Accolade 
5300 Stevens Creek Bivd., Suite 500 
San Jose, CA 95129 
(408) 985-1700 
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‘The Magic Candle m 


_ -MINDCRAFT 
Version: (BM PC. ($59. 95) 
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A strange blight has stricken the for- 


_ est west of Telermain. Trees and plants 
are dying and withering away. With 
the King and his troops on a distant 
campaign, Queen Alishia summons 


Lukas. His quest—to take three brave 


volunteers, investigate the forest and 
discover how to stop the advance of 
this growing blight. Delay 
too long and it will con- 
sume the entire world. 
Thus, The Magic Candle 
ll(TMCIII) begins, provid- 
ing an interesting story 
and a positive thrust. 
However, little time 
passes before one begins 
to feel that the ae 
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; restening Telermain has actually _ 
Paghins to the game product itself. 
My goal is always to allow a game to 
prove itself, even when problems are 
_ encountered prior to play. Yet, those | | 
_ experienced before the first scene un- | 
folded in TMCI//I were a harbinger of 
more to come in this new FRPG. Instal-. 
lation and setup is not a friendly pro- 


cess. In most cases, the AUTO- 
EXEC.BAT and CONFIG.SYS files will 
need to be modified before the game 
will load. Extended memory is required 
(expanded memory is not supported), 


with one megabyte needed for Sound 
Blaster sounds. Thus, if one’s system is 


configured for expanded memory, i 
must be reconfigured as extended. he 
easiest solution is to 
create a boot disk. 
Still, the whole pro- 
cedure is a pain. 

In addition to the 
above, compatibility 
problems exist with 
some Ad Lib and 
Sound Blaster com- 
patible cards. (| was 
+ never able to coax 

the game to provide 
anything more than 
PC speaker sounds with my Pro Audio- 
Spectrum 16 sound card.) In addition, 
the Print option was removed at the 
last minute, due to printer and printer 
driver conflicts. 

Apart from these annoyances, TMCII/ 
does not ask much of one’s system. It 
requires only a 12 MHz 286 PC or bet- 
ter, with 640K RAM, VGA graphics and 
approximately five megabytes of hard- 
disk space. 

TMCIIl has seen some improvement 
since its second installment. The 
mouse is now fully supported. Combat 
offers a Solo command (individual 
auto-combat), allowing the designated 
party member to decide what actions 
to take. ads Sey isometric graphics 


7 have been im- 
ae and occa- 
sional character 


portraits have been 
added to enhance 
game play. What lit- 
| tle music is pro- 
vided is fairly good. 
Unfortunately, 
while the graphics 
and sound are of 
| acceptable quality, 
| they are modest in 
comparison with 
| those of other cur- 


rent RPGs. In addition, the interface, re- _ 
maining basically unchanged from the — 
previous game, shows significant signs 
of age. In all honesty, the technology 
level of this product is little more ad- 
vanced than that exhibited in similar 
games released back in 1989 and 1990. 

Overall, play is interesting, the 
story line being TMCIII's strength. 
However, game mechanics tend to get 
in the way, and atmosphere is lacking. 
The command menus never lose their 
cumbersome feel either. Though ade- 
quate, documentation is a bit on the 
brief side. In general, | found that 
there was just too much “work” in- 
volved to really enjoy this game. 

| have played few games recently 
that | have not really enjoyed; TMCII/ 
is one of them. The best | can offer it is 
a qualified recommendation. The 
product's quality does not match its 
$59.95 sticker price. And, at $49.95, it 
might be a fair value, but no more. 
Fans of The Magic Candle series will 
probably want to purchase this install- 
ment and will probably find some en- 
joyment in it. The rest of the RPG com- 
munity, however, should look 
elsewhere to invest their entertain- 
ment dollars. Sadly, for most, this can- 
dle is best left unlit. 

—Chuck Miller 

Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
ee 245- 4525 
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The Koshan 
Conspiracy 


UBI SOFT 
Version: IBM PC ($59.95) 
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The Koshan Conspiracy is a sequel 
to UBI Soft’s B.A.T. You play a B.A.T. 
(Bureau of Astral Troubleshooters) 
agent trying to prevent the Koshan 
Trust from getting a monopoly of Echi- 
atone, a valuable mineral. You must 
find and acquire deeds to a very valu- 
able asteroid that gives Koshan Inc. 
much of its economic wealth. 

The Koshan Conspiracys game play 
consists of scenes shown from the first- 
player perspective. Most of the interac- 
tion is with a mouse; you move the 
mouse cursor around the scene and, 
when you can perform certain actions, 
the mouse cursor changes. For exam- 
ple, when you can talk to someone on 
the screen the cursor changes to talking 
lips. The cursor changes to an arrow to 
indicate the direction that a player can 
go to move to another location. The di- 
rectional arrows do not relate to the ar- 
rows of a compass, however, so the 
player must rely on the pictures to fig- 
ure out where the agent is in a city. 

During a game, the player must 
search through the city streets for clues 
to the whereabouts of the deeds. There 
are several methods of moving about 
the city: An agent can walk, take the Via 
Express (a motorway) or fly. The flight 
simulator runs smoothly but is difficult 
to control. Instead of landing on an ob- 
ject, a player must fly the craft over the 
landing zone and hover. If the player is 
over the right spot, the craft will land, 
otherwise the player must ease the 
craft to a new position. In space, navi- 
gation becomes a problem, the craft 
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sets itself on course automatically. The 
craft responds to small mouse move- 
ments and it is easy to get off course. 

An interesting feature of the game is 
the BOB implant. This implant monitors 
the agent's general condition, including 
personal characteristics, health, hungri- 
ness, thirstiness and sleepiness. In ad- 
dition, the agent can use the BOB to ac- 
tivate implants that allow the agent to 
heal, go without sleep, improve his vi- 
sion (so he can see at night) and hear- 
ing, create a disguise and be warned of 
danger. The most interesting feature of 
BOB’s is that it can be programmed 
using a simple icon-based language. 
The programs can regulate 
functions such as the 
agent's dexterity in combat 
or his heart rate, plus they 
can translate alien lan- 
guages, analyze characters 
in the game, etc. 

One of the biggest prob- 
lems with BOB occurs when- 
ever the agent is hungry or 
thirsty. The level of food and 
water that an agent must 
have in his body is shown in 
a small graph in the corner 
of one of the BOB screens. 
To successfully manage an 
agent, a player must keep 
the level of food and water 
approximately in the center 
of the graph. In order to check to see if 
an agent is satisfied, a player must go 
between the inventory screen to eat 
and the BOB screen to see the effect—a 
tedious process. 

The sound is well done in this game 
but is a little too repetitive. When you 
enter an area near an electronics shop, 
you can hear the music from the 
stereos being played. The sound then 
gets louder when you enter the shop 
to make a purchase. 
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The Koshan Conspiracy is not intu- 
itive in its play. The flight simulators 
are a little sloppy, with functions men- 
tioned in the manual not usable in the 
real game. The Koshan Conspiracy is 
an adventure game with bold ideas... 
that fall a little short. 

—John Schnyder 
UBI Soft 
1501 Bridgeway, Suite 105 
Sausalito, CA 94965 
(415) 332-8749 
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(Maelstrom | 
MERIT SOFTWARE 
Version: IBM PC ($69.95) 


-sources and mastering your mili- 
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Epis in scope, Merit Software’s 


Maelstrom offers a complex mix of 


military, political and economic play- 


-ing elements. Designed by PAS sys- | 


tems, Maelstrom takes place in a dis- 
tant galaxy where the forces of the evil 
Syndicate wage war with the peace- 
loving people of the planet Harmony. 
The player assumes the role of an ide- 
alistic Syndicate starship captain who 
turns against his oppressive masters 
and decides to champion the cause of 
Harmony. 

Although the plot may be nothing 
new, Maelstrom offers several engag- 
ing twists on an otherwise bathetic 
game concept. 

_All of the game options are ac- 
cessed through what the instruction 
manual calls the “holodesk,” a button- 
laden control screen through which all 
the functions required to win your 
struggle can be accessed. From here 
you Can direct your henchmen to mine 
the surface of Harmony for valuable 
minerals, initiate research and devel- 
opment efforts, manage the populace 
of Harmony and even send your secret 
police force out into the galaxy to keep 
an eye on your friends and foes alike. 

When the Syndicate’s push comes to 
military shove, you can fight back by 
building a wide variety of ship types, 
and then filling them with an even wider 
array of weapons, defenses and other 
hi-tech gadgets. Indi- 
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quires that you be a glib 


Admittedly, most of the conversa- 


is represented by a 3-D representa- 
tion of all of the ships in the battle. 
In addition to managing re-- 


tary, succeeding at Maelstrom re- 
negotiator as well. There are liter- 
ally hundreds of characters with 
which you can speak, each with 


his own personality and motives. 


tion in Maelstrom is one-way, with 


‘most nonplayer characters only im- 


parting a limited degree of informa- 
tion to you through normal channels. 
If you want more info, you can send 
your secret police to gather informa- 
tion on people and planets—even start 
an insurgency or two. Conversely, you 
must watch for threats from within 
your own organization as well; in 
Maelstrom, skill at the art of espi- 
Onage is an important one. 
Maelstrom comes loaded with 
dozens of short animations, presented 
in the form of video clips. The ruler of 
a nearby planet may ask you to help 
find a kidnapped scientist, then show 
you a 15-second animation of the poor 
researcher being abducted. Even your 
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vidual ships can be GLOBAL 

grouped into Syndi- [agi eagles l=teete met 

cate-busting  ar- TOTAL FUNDS 

madas, ready to pro- SS OOOO 

ject power to nearly osTs 

any point in the : cae 

galaxy. . ee it 
Looking at the ee 

other planets in 


your galaxy is facill- 
tated by a 3-D grid 
representing them, 
which can be ro- 
tated and enlarged 
for inspection. Ships 
traveling between 
worlds are repre- 
sented as colored 
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failure is accompanied by a series of 
mini-movies showing enemy troopers 
landing on your planet and assaulting © 
your base, eventually breaking into’ 
your command center and eliminating 
you. Most of these animations are ac- 
companied by a healthy dose of sound 
and music, giving an extra emphasis 
to what is being seen. 

If it sounds like Maelstrom is burst- 
ing at the seams with detail, it is. 
Maelstrom’s interface has a steep 
learning curve, requiring that aspiring 
galactic rulers spend a substantial 
amount of time learning how to navi- 
gate the often confusing game screens 
and options. Getting past the Byzan- 
tine interface is a challenge; however, 
gamers looking for a complex, intri- 
cate game of galactic conquest should 
find it well worth the effort. 

—Jeff James 


Merit Software 
13707 Gamma Road 
Dallas, TX 75244 
(214) 385-8205 


"2°34 5 cH 7 | 9 10) 
Z "34 597 8 9 10 
234 5 6 RMS 9 10 
2 34 5 6 a: ER 


VIDEOGAMES & CoOmPUTER ENTERTAINMENT 


mReReiItPLACE 5S H 0 P P E R 


"PAY CASH FOR BRAND NEW 


seen’ CAlrce 

"te TRADE IN | May 
3 YOUR OLD GAMES FOR NEW! 
_ NINTENDO, S-NES, GENESIS « BUY, SELL, TRADE 


ra 'S 
2261 MARKET 
SAN FRANCISCO SPIKE ui 8 8 O O 
lla 537-GAME 
CIRCLE #154 ON READER SERVICE CARD. 


GAME GALLERY 


NEW & USED VIDEO GAME SYSTEMS AND SOFTWARE 
NINTENDO « SEGA 


Quality Service — Cash Paid for Used Merchandise 


Reasonable Prices on New and Used Items. Call or 
Write for Free Catalog: 
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videogame-related items with fellow gamers. 
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You are cool, cunning and patient, but so is your competi ron. 
sib Salmon cae test your angling skills right in your own 
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is war enough for anybody whether you're a video gamer, a board game fan, or a 
soldier. You call the shots for your ground, naval, and air forces in a Middle East theater of operations that 
can get very intense. Whether you deploy your infantry against the enemy’s best commandos, scramble an 
F-15C fighter against a Mig-29 Fulcrum, or guide your sub’s torpedoes against an approaching cruiser, 

delivers not only realistic military challenge, but also explosive action sequences. 
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ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
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Out of This World Features 


= Award-winning cinematically 
styled, rotoscoped animation 


= State of the art real-time 
polygonal graphics 


# Continual audio mix of 
digitized sound effects 
and musical score 
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